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With The Totally Tropical Taste 



osmose 

The mother Of All Racers 
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• Championship Manager 

• Euro Football Champ 

• Graham Taylor 
Striker Reviews inside 
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ETER PAN has now grown up, 
far away from NEVERLAND, but his old enemy 
CAPTAIN HOOK has not forgotten and schemes 
his revenge. Kidnapping Peter's children, he ^ 

lures our hero back to the Island of PIRATES 
and%OST BOYS" for a final confrontation. 




ATARI ST 

CBM AMIGA 

IBM PC & 

COMPATIBLES 



£C 




ARE LIMITEF 




M STREET ■ MANCh ES 






- * J " r ■■ " "■- "" "■ - 



ldMiwH ^ 



111 -- ■ - * 



fc_M!MJ^ III ■ ■ ■' J *^^ 







I DITD1 7 li JiAL Y 1 1 ALA kPAALA I 









-v 









^ 



fci 



^ 



fbir^illlnliTpihlNhHtiiottii!, 

Hul mil nou I hat lliev ve heen nil led! 
Mori it hi, Linen. (imnn>. Pii^slr> 
and Wednesday have yone back In 
their mi'pv abode lo rc^in 

[WJSM'SSiflll, 
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Kill not mm 1 1 ii l they've dis,i|ipe;in d! 

\s (pome* von must llnd y loopv 

loved lines in their spcHikv iiiaiisiim 
house. 

ftiH^eth^oifelfrieiiilM'ui! 

Mill mitd on l lor Tullv \llord - lie 
nlavs mean. Tolly is Hie ire;n Ihtoiis 
lauver inleiil on stealing I he l<imih 
lull urn 1 .mil vthn h.ts main ;i dirtv 
lilekiin his sleeve. 

Ttaiiicf a wh taw! 

\nd you'll he shakin 1 . nilllin' sincl 
i oil t ii when i lie spikes, monstei s 
and gliosis Siive the last one I'm \\m\ 
It vou solve the puzzles and lolhm 
ili< dues >on might just save the 
\ddams l.iiiiih mi thill thev fan. - 

4iu i liiHvll|nfliiiiini|iu'! 
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WING COMMANDER 27 

They said it was impossible! Even we thought it was 
unlikely. But one man knew that the intensely excel- 
lent visual experience that is Wing Commander could 
be brought to an average Amiga. His name is Nick 
Pelling, and we've seen what he's been up to. 



12 NEWS 

The latest developments in the 
crazy world of Amiga games. 

16 LETTERS 

Your views & ours, all mixed up in 
a big pot. 

21 ONE ON ONE 

Gary Roberts, EA top boy tells us 
how Desert Strike is coming along 
on the Amiga. 



36 GAMES 
CHALLENGE 

A titanic struggle between four 
masters of the games universe? Or 
Jim and Dave and Gaz and Jim 
tragically posing for the camera - 
you decide. 

100 WIN AN A600 

Striker boys RAGE have stumped 
up for a simply SPLENDID new 
Amiga on which to enjoy their new 
game. 

110 WIN ATOP 
VIDEO 

Electronic Arts' generocity knows 
few bounds. And to demonstrate 
the fact, they've donated a fab 
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LOTUS 3.... 24 

"I've definitely had enough of doing driving games 
now," confesses a weary Shawn Southern on com- 
pletion of his THIRD Lotus game. What else can they 
do with the red road rockets? 




new Nicam digital stereo video 
(with remote control!) to celebrate 
the release of their entirely uncon- 
nected Risky Woods. 

103 CHEAPOS 

What better way to bolster one's 
games collection in these tight 
times than picking a couple of 
choice offerings from the month's 
budget releases? 

108 WIN A FOOTY 
STRIP 

European Football Champ was a 
big hit in the arcades and Domark 
are as pleased as punch with their 



^■--- - ■" 



m* - ■■ i _ . -».. 



■*■" - 



-- ' 







GAMES FEATURED IN THIS ISSUE 



FOOTY FRENZY 

Read other football roundups and 
found them lacking? Maybe you 
couldn't read the text or some- 
thing. Why not try our individual 
reviews? Check the list opposite 
for the appropriate page number 
for the game of your choice. 



112 SUBSCRIBE 

Fed up with leaving the house? Fed 
up with finding The One sold out 
when you reach the newsagent? 
Use your brain and your pen and 
sort it out. 

115 PUBLIC DOMAIN 
Even cheaper than cheapos, PD 
Software is absolutely free. But 
there's so much of it, you really 
need some helpful pointers as to 
which disks to sample... 




Amiga version. They're so pleased, 
that they're offering you the 
chance to win an entire football 
strip of your own choice. 



KILL 

.. In The Arti 

Trump-da -da-trump! Trump-da- 



CD DRIVE 34 



Ohmygod! The CD Drive! Virtual 
Sex! Hyper-reality! Play The Film 
Just some of the myths dispelled 
as we investigate what 
Commodore's new piece of kit 
can actually do. 



ump! Difficult games beware. 
Here comes Kill Zone with its 
cheats and tips and maps to help 
Amiga gamers out of even the 
tightest spots. And Dr David's 
Games Surgery has been extend- 
ed. Hooray! 



3D POOL 

CALIFORNIA 

CARL LEWIS CHALLENGE 

CHAMPIONSHIP 
CURSE OF ENCHANTIA 
D/GENERA1 



119 PREVIEWS 

You know that bit in the back of 
the Sunday mags with pics of crazy 
pop and movie stars enjoying a nice 
night out? Well, here are some pic- 
tures of forthcoming software 
releases. Spooky eh? 




MONKEY 
ISLAND 2. 



,53 



The rapscallion LeChuck returns to ruin poor 
Threepwood's day. Our full in-depth review 
gets right into the deepest darkest corners of 

Luc.usfilm's latest. 



ITALY1I 



MONKEY ISLAND 2 

NJGHTBREED 

PANG 



PARASOL STARS 



RISKY WOODS 



SLEEPVW 



STfl 

STRIKER 

TRODDLERS 

TV SPORTS BASEBALL 

WING COMMANDER 



PREVIEW 



PREVIEW 



REVIEW 



PREVIEW 



EPIC 


TIPS PULLOUT 


EURO FOOT 


Ml 1 CHAMP ETTT^H 






EYE Of THE BEHOLDER 2 TIPS PULLOUT 


GRAHAM TAYLOR 




HOOK 


REVIEW 


HORROR ZOMBIES 


CHEAPOS 


■BY JONES ADVENTURE ■H3BB 


KHAR 


REVIEW 



CHEAPOS 



TIPS PULLOUT 



CHEAPOS 



TIPS PULLOUT 



REVIEW 



PREVIEW 



REVIEW 



REVIEW 



PREVIEW 
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119 
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RAINBCfW COLLECTION HCHLTTWOOO COLlECtlON WHEELS OF F1HE CQMPILATWtd T.N T. COMPILATION POWER UP COMPILATION FISTS Of FUR? COMPILATION JAMMY WHTTI BNGM MASTER »CHAW 

599 9.99 8.99 9.99 9.99 9.99 14.99 16.99 






^S33tei 

HUGBY WOHLD (OP THUNDEflPlAWK MAN UTD EUHOPF FLAMES Ql- I HLtDOM WONDEHLAND KCKOFFJ FlS STRIKE EAGLE I LOTUS TV HBO S LEMMINGS OH HOI MORE LEMMINGS UTOPIA 

9.99 9.99 9.99 11.99 13.99 8.99 11.99 11.99 13.99 9.99 11.99 




4 ^CTnPUTEH 

r SCRABBLE 

DELUXE 


El , :iita 

1 W* * JEW 




IB*J 




WINGS PLAYEH MANAD.ER WQLFCNILD HOLLING RONNIE PRINCE OF PEPiSlA S1M AND POPULOUS SCHARBLE DELUXE CAPTIVE MtUALULL HUNTER PITFlQh*TEn 

11-99 8.99 12.99 10.99 9.99 16.99 11.99 6.99 11.99 9.99 9.99 



Ultima 



m 

ELrTE 5PEEDBALL2 F1BSTEALTM REALMS INDVrfOHES ACV SUPREMACY SPIRIT OF 1XCALIBUH ULTIMAS I C FT, DEMST J*CK NjCKLAUB 

16,99 9.99 6.99 14.99 9.99 9.99 9.99 9.99 10.99 10.99 6.99 
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Amiga Software — Games marked (NOP) will not work on the AMIGA A50G PLUS, 



2 NOT 1 HANDLE 

|C#F IWO RACER, TOTAL 

REGAL. SHADOW WAflRIOAl K« 

ID CONSTRUCTION Kir ll.H 

I WHEEL DRIVE 

.LCJS ESPRIT TuBSO «IAM SUIUKI. 

TOYOTA Ctl Iti, COMBO RACEHI -9.44 

AID TAH* KILLEB T1 MEOi )J» 

U20AIR.BU9 , ..21.44 

ACTION MASTER? 

(F1S COMBAT PILOT. ITALY IIK 

double tm/.acH i, Tupn.:.:. oi/rmw, 

WELLTRIB1 (NOP) IIM 

ADI ENGLISH i ll.l 2| iigg 



aui inciis-i |lj|3j.. 
ADI MATHS 11112] ... 
AUI WAIHS I'?- 1 )l 

ADVANTAGE TENMH 
AFTERBURNER 
AGONY . 



14LH 

14LB4 

1*44 

nn 

T.Bt 

In Hi 

AH BUCKS . .. IT.Bt 

'•a SEA SUPREMACY 
(SUNSHTP SUNT BJRVGI.P4.T. 

WIN55. CARRIER COMMAND! 10 f? 

AIR SUPPORT , ...IH.tt 

air. i aspakfa 

(MB A~rACK SlrB, INDY HA, 

f-'.a INTCRC PPTgfll ,, ,.,..... 224S 

ALCATHAZ If W 

ALIt'. HIII-M, 1 ill :.i 1ftj4I 

AMWOS _ a-w 

AMOS |QAMES CHEATS*) 31B9 

IWS 3D (REQUIRES AMOS| SIM 

AM05 COMPILER I REQUIRES AMit*\ 14 84 
Alois Easy i»;nsT sups to 
PnOOHAMMflGj ».« 

ANOTHEH WOBLO. 1| PS 

APIDYA 17.B4 

1DU1VENTUHA l?.4j 

ARKANDID2 7 <n 

ARMaLyTE . 4 9* 

'RMOUR-GEDOON _ 0,BT 

4SHESOFEMPIRI . „ , ...IB.4S 

B'7 FLYING FOR1REBB 32.» 

BARBAB*tN2(PSYCHOSIS| . .'6 44 

BATT^lllLt (WOP3 ,. 14.44 

BATTLECMESS 2 _ ITH 

BIRDS DF PREY (lMe*j ... Ii.411 

(■LACK CRVPT _ itn 

BLUE MAS If M 

BLUES BHOTHEHS 1«.W 

BONANZA BROS ... .1UN 

BREACH i iCNHAHCED] ._ _ _ 1 4 4U 

CADAVER 4 44 

cadaver LtvtLt ■ The pay off ii.n 

CAPTAIN PLANET - 1HK 

CAPTIVE 6.J9 

CApLLEHf^TBACK 1 FIELD CTALLENQE 17.M 

CASTLES |l V£Q} llti 

CELTIC LEtiENB* II. M 

Champions 

{manchester utd, bcxihc 

manacea, j khann sihja&h) • i.« 

CHAMPIONS, or KRVNhH MEOl luts 

CHAMPIONSHIP UANACE* 19.41 

CHART ArTili ^ liOTUE EEPWT 
OHOULS-.HHOST5. JAMES POND 

VENUS THE FLY TAAI*i(NCiPj 1f 4B 

CHUCK ROCK _ 1JM 

CHUCKIEEQO _ , ...IBB 

CHuCPilt: tSC J J.JB 

COHRUOTION |MraCHOLLS| J w 

COVERT AlCT^M ., „.,.„..„._ J2.Bt 

CPAWSI FOR A CDRPSE i;.pf 

CUBS£0FTHEUU«e»O"D(l|IIEB||SSI| 17.Bt 

UAH Y SPORTS COVEH QIHL POKER ig,» 

□ EATK KNKTHTS 3* KAYNHI1 MEfj.l fSSII ... IB.M 

DfLIV^FtAHCE -my 

XLUtC. PAINT 1 IWITH AnnuATlONl .. at « 
OELUXf F1IMT4,! MEC. 

(HAM MODE 1 ANMATONl 5> )tj 

OEUTESOStNOFJ .. 9« 

HH.:« TBACT ADVENTURE 1B4B 

DISKJl'EBY -THE STEPS ;jl CULIMBAI^ 1» B9 
UIS«» Y ANMATION &T1MMO « UU 



DOUBLE DflAQC* 3 

□ UNCEaNMASTXRl 

CHADS STRIKES BACK 

DYnA BLASTERS 

Il#.. 

ELIIE , 

ElviHh 1 . JAYKJ 01 CERIEQUE 1 1 MEQ| 

IPIC 

EURO FOOTBALL CHAMP 

fJOAj 

E>E OF THE BEHOLDEfl |Ssi 1 1 1 MEfii " 

EYE OF THE BEHOLDER 7 

F15 5TB1|(EEAELEJ|I MEQ) 

Fll FALCON |NOP| 

F»ll INTERCEPTOR 

FIB STEALTH FIQHTEH 

FACE OFF (NQP1 

FANTA&T PAK 

ICOlORAUO BCS'ICIN BCIHSCLUB, 

CRYSTALS Or AHBOREA) 

FEBflARI FORMvUL 1 

PINAL FIGHT (NOP) 

FIRE 1 ICE . 

FIRST SAA4URAI. MEOA LO MANIA .... 
FISTS OF FURY 

(Dynamite diu ninja WARRhDRS. 
5HIN0BI. ]C-jaL£DBAGON3YiltOP; ,. 

FIVE NATlQfH* RVC*T 

r LAMES CFF1EEDCM IMdyWIKMRii , 

fLKlHT SiUvUTOP 1 

FLO0H1J 

FORMULA iQRAnDpRiI _„ 

pun school f in. n « a-4 

FUN SCHOOL 1 0-i. SJ a Tt| 

Fun S£hOOl4 |3-Q, \-7ar 7 T | 

tlArtWATTOTHESAVAOE FROHTER. 

CAUNTLET1 

OAUNTLETi 

SkOML EFFECT 

BODS _ 

QEHJJEhU! 

BOLF WORLD CLASS LEADERBOaRD 
GRAHAM ttaOCHWOBLimASSCflCKET. 
|>PAHAH TAYLOP S SOCCER MANAGER . 

BUYBPV 

HARLEQUIN . 

HARPOON VI. 1 _ 

tEADOuERHEELS ,., 

ItART fJF CM4A 1 1 HEQ) , 

-iEIUOALl |1 MEO) .. 

■HBOOUEST . DATA DISK 

HILL STREET B4.g«S 

HITCH NIKtREBUIDE 

HCL.YYTOOD COLLECTION 
lflO*£iL-OP, BH03TFJI/STERS 2. 
INDIANA JDNES ACTION. 

BATMAN THE MOVIE) |nO*t 

HOME ACt'OUNTB I 

HOME ALONE 

HOOK 

NWPANS. 

HUNTER _ _ 

IAN BOTHAM* CRICKET 

IKr 

INDIANA JONES AUVtNl 

f40lANAP0LIS JOT 

WDTMEAT _ 

INTERCEPTER - PENECIQI LIG40N ISEII 

INT CH1BPKJNBHIP ATHLETICS 

INTERNATIONAL SPORTS inlnrNPE 

WfTWHAll 

ISHAR LEQERD OF THE FORTRESS ,. 
IT CAUL FKufTHlCtBERTd MEQ| 

jACKNicKLAiraaaiF 

JAGUAR AJ22P ^1*4(^1 , „ 

J'MESPOHO 

.,*MESPOIH>i.»0|«5e00 

^iTSBTWILL-v _ 

.'MFC-WEfl 

JIMMY WHITES SNOOKER 

jnxm IM.'SCROLLSI _ 

JOHN BARHlSruRflPEAKPODTBALL.. 

JOHN MADDENS |U.B,> FOOTBALL 

KICK OFF* EITHAlmp "lUKSOP ... 
rtCKOFFZ 
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.i:-4S 
.1MB 
S» 
.23.4* 
1?.B» 
17.B* 
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.11. H 

n,» 

..T.H 

11. « 
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MM 



LH 

.ir.M 

1»B1 

,1«.Bt 

17.H 

1.99 

1S.4* 

-i.n 
..s.n 

11.P1 

!"M 

..S.M 
UM 
I BAB 

.iu 
use 

I . ■!!■ 
tBS 

1*.»« 
7 IB 
15. S» 

I7.H 
ii.tD 



1S.H 
I Ml 

..*M 
.AM 



KICKDFF2I1 MEO| .IH 

KICK OFF 2 FrHAV WHISTLE 9 49 

KICK OFF 1 fJIANTS OFELBOPE T*| 

KICKOFFi BETURN TO EU^OPi . T» 

RICK OFF 2 THWHG TACTICS .€H 

KICKOFFI 1*H 

KIDOlOVESS..,..,,.., |*W 

KIDETVPE JUNIOR WORD PROCESSOR 14,M 
KINDS CAIEST S |1 MEQ) |SlEAnA| n Bfj 

kn<:hiuahf ,..., MM 

KNQWTBaFTHESK7riMEQ| 7J.U9 

LEANDEfl . IS 9* 

HATHlRr&TJDDEBSES l.» 

LEGEND 1B,« 

LElSllSe suit LARRY I fBIEFPA) 'B.M 

LEISURE SUIT LARRT 5(1 MEO| IJMI 

LEMUlNQS |a.« 

I EMHINGS DATA DISK ■ 0» NO! »M 

LKAHDOEATH .. ..|B.« 

iCWMAHD RAC RALLY - 7Jfi 

LOBDOflMMtH .IB.4B 

IQTLS TURBO OMlLLENBE 1 11 « 

UJREOfTHETEMPTPttS 20.BC 

MAJIC POCKETS _ 14,4* 

MA0NET1C SCROLLS MCA I 

iQllLDUr 1HIEVES. FBH.C0RBL1PTONI ...1».B* 

MAHCHESTEB UNITED EUROPE 1 no 

MANIC vine |i B.Bt 

MEGA LO MANIA * FIRST SAMURA ll.Bt 

HEQA TWINS 11.lt 

MERCENARY 3 _.. 11.tr 

MICKEY'S CRQS£WQJIC»PAJS3L1 

»*"« 15-1 TASI IOISNEY> ....IT.tf 

HICROPAOSE 3D GOLF JJ ji 

UIDY4INTEB ... . .. | | « 

UONe*OLT. -HJ.M 

MONSTEH PACK 2 

Ctamwa oume show awt sdwr. 

ifAtT aj „. _ ,ih 

HON TT PYTTJKWS' FLlfitO cIrCUS ".'. ".'. m 

MOUHS-.Nt HACirPK .141 

MOONSTONE If 4U 

MYSTKA- JB9 

NITRO „ ,TJi 

NUCLEAR YVAR ABB 

OPERATION WLH» „ 7.B* 

ORK 10 l» 

OUTRUN £URQPA|>OP> ll.Bt 

RACMANIA _ _ 9. Mr 

PAPERBOYS . ... ig.n 

PAHASPl STAHS 11. H 

PAY1N iM-iCROLLSi 7 9; 

PSh PAL WORD PROCEBSDH S9.H 

PGA TOUR OOuF- COURSES .. .. IB4J 

PQA TQu* SOLP CCKjnSE DISK 11 M 

PINBALL CREAMS (1 MEQ| 1 B 4a 

PIRATESi'NOPl IEW 

PlTrifiHTW .149 

PLAN 1 FHOM OUTEfl SPACE 1 B 49 

playebmana-ser. .tie 

POCLS OF DARKNESS (1 MEGl 11.91 

POPULOUS A SIM CITY 1|9| 

POPUlUaUj 1t,4l 

POPULOUS id MEGl 1».4> 

POWER UP 

ICHAtt n C fURH|C8«. KOUT. ALTERED 

SEAS' RAIMEOYY IS J.\OSl |N0P| ISO, 

POWEBDRIFT |N0P| S.Bf 

PC WlHMITiNPE B -9*j 

PCWERMDNQEH WORLD WAP ' U4 I A • I Vj 

I'NtMICR >EJt 

PRINCE DF PERSIA |1 WEC: BIB 

PRO TENNIS TOUR 1 ., 11.49 

PROJECT * (1MEQI 1 1.H 

PROPHECY ... IF, 19 

PROTE.KT VERSION 4.1 (499 

pushover ,.. .i7jn 

OUrST * BLOAT (BLOOCJWYCH, 

MBWBflER.CABAVER, BAT| ,.,„ 1JJ[ 

OUISTRONZfSSII 4.94 

R-TVPE 70B 

RACEDRIVIN .. „ ... n.4( 

RiALflOAO- TVCODN 1 1 MED; j-j.uf 

PPiNBQw COLLECTION 

ftUBWJE BOBBLE. RAINBOW ISLANDS. 



MW SALAMI 5T0R1T) 9.B4 

BRl BA5£&a_L2|NQ»i 1B.<1> 

lltALWK . B.W 

flED BARON 1 1 MEHJ 32.4* 

flEDZQNE , 1«4» 

RISE OF THEWAGOrin MEO) 2E.4B 

HI&KSY WODDS 1 TJM 

AufiC^LV' z, . ., IE4B 

HOOLAND _.1*JI 

ROGER RABBIT IN HARE BaiSjnCi HAVOC 

IHAAO Mivl PIOAPREDHLISNEYh ltSS 

HOLLINO HGHNT 14.44 

RORKE'SMIFT l.)BB 

RUGBY YdQBvDGUP *.14 

5CRABB4.E DE LUXE 1 1.B4 

SCHlUB.t. «V»r PBOCESEOH J7.B4 

SECRET DF MONKEY ISLAND Jl MES| .. IB. to 

SECKEI QE HONKflTRkLANOS 1B.B4 

SECRET DF THE SILVER BLASE |1 MEO). ..11.44 
SENSIBLE SOCCER . ., Ill] 

SHADOW DANCER .....1B.4* 

SHADOW QF THINAAT E.4B 

SHADOW DF THE BEAST 2 WITH SHIRT 19.49 
SHAGGwLANbS IB4B 

SILENT SERVICE J 1 1 MEG'. rWJPJ 2249 

S*4ANT 2194 

SH CITY A POPULOUS 1=99 

E.«4 CITY ANCIENT CITIES 11.A4 

SIM CUT FUTURE WORLDl H.B4 

SJCYFOAfNOPl 144 

SMASH TV , lt,B4 

EFA-CE CRUSADE - _ 1S.B4 

9PACEHABAIEP2 |NQP| ;» 

SPACT QUEST • it MEGl ,5«ERRA) ... 2S.B4 

SPECIAL FDHCES 22.14 

5PEED9ALL2 n.n 

11! I , 'IC-JNII ,.7.44 

■Pajn OPEXCALIBUBi'1 MEO| 1.4* 

STEvE OaviS ShCOkhi g.t* 

STORM MASTER tB.4* 

STRIKER 11.1* 

SUPtPHANSON .T.tB 

SUPER LEAGUE MANA0.EH ..ItM 

SUPEB SPACE INVAflCRt . .. ,lfJ» 

5IJPRIMACY BJH 

SWlYINOPt _ >Jtl 

fWORBOF tOMN ,. T.BB 

T.N.T 

IAPB HARDOAlVw. TOC4MN. 

DRAGON SPIRIT KYBOTSllNOPl 4.94 

TEAMYANKK . 14.B4 

TERMINATOR 1 .._ _ 1AH 

THE MAhAOER if BB 

THE S4MPS0NS 1S.H 

THUWEFMAWK AM 

TIP Off 1l.*t 

Trrus THE FOK 16.94 

TOW ■«,«• 

IBIAO VOL* 

(MENACE. BAAL. TETBfSI |NCP| S.tt 

TuRBQ Cup i«OP| Iff 

ULTIMA » ID.M 

ULTIMA 1 |l MEO) 2U » 

LH'.tHlAI lll.llABYS.l(L..Ar0fl2(IMIGl 2Z.BS 

UTOflA _ 11JS 

UTOPIA NEW WOflL&S DATA QlSn 1 1 4« 

vf NOANCC OF TXCALIBUR 14.4B 

VENUS THEFs-Y TRAP _ T.41 

viKiNca-FtLBOFewoAjtrr iabb 

YHOOU 1S.9S 

WHEELSOF FlBE 

(NARDOHIVIN. POWERDHIFT. 

CHASE H.Q. TURBO OUTRUN i (HOP) ■» 

wild mm w&mo ... 14,44 

WILLY BEJUMISM 22.lt 

WlNSSlI MEQ) ..11.41 

WLIKID _ 1T.*t 

WIZAAGRYA . BANE Q# 

THE COEME FORGE ..._ _ !4 M 

WOLFCHILD 17*? 

WOWDCRLANPlTMEGj 13.44 

WOTCWOBTH WORD PBQCESSOB |1 UEQ| T4M 
•,v::.|'. u ci aw; hijcny iauoiogeniCi If 49 
WWF WRESTLING _ 1A44 



QUICKJOV QJ1 JDVS5TICK 
iMICFIOSWITCt'CLl! 

, 6.99 







COMPETITIOM F>FfO 
: STAP EXTRA 

14,99 

COMPETITION PRO 

EXTRA JOYSTICK 

{CLEAR BASE) WITH 

AUTOFIRE AND 
SlLOVv-^OTION 

9.99 

CHEETAH BUG 

13.99 

QUICKJOV 

JET FIGHTER 

11,99 




OU<CKSHOT111A 

TunBOi 
9.99 




OUKKSHOT126F 

MAVURICK l 

12,99 



0U>CK5hlQT 
PVTI+ON 

9,99 



^5 



•■*" 




POWER PLAV 

CRUISER 

(SENSITIVITY 

CONTRDL1 

10.99 

auicpucnf 

ME6ASTAR 

19.99 

OUfCKJOt 
TOP STAR 

19.99 I 
chjickshltt 

INTRUDER 1 

19.99 




QUICKJOt FOOT PEDAL 
\ HIGHLY RECOMMENDED) 

19-99 

STARFIQHTEH REMOTE 

WITH TWO INFRA-RED 

J0YPAD5 

29.99 
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Over 700,000 people have joined Special Reserve 

The club with no obligation to buy 

lei. 0279 600204 for a free COLO R catalogue 



w Games t tu$ 




CITIZEN SWIFT 9 printer with colour kit » pin. sa column 

1 32CPV1BMLO, 3hLQ)1 3RA FT FONT. J4 UTM WARRANTY * 8 PIN PH WTIR 

WITH COLOUR F*CILfTV WO FW.L PAPEfl HANDLING FUNGTTOttt. 

FULL SPECIAL FtE.SE.HVC MEWHEHSMIP. FREE PRINTER LEAD 

FREE CDLOUH KIT „..1W.W 

CITIZEN 120D+ POINTER. 9PIN. eOCOLJHM IMCP5.'25NLD. 
iHLCi'1 DRAFT CDNT. !4 HTH WAHRANTV. HKiH QUALITY MONO PRINTER 
FRFF F,FFr:l.4.Rf F^FRVF MFMRFUFih F FSIFF PfllHTCH I LiD . . . 13i.»¥ 

CITIZEN Z21 24 PIN phiwter: with colour, kit, m column. 

1«2C«>5*4Lq. 3LCV1 WAFT FONT, 24 HUH WARRANT*. 2* PIN LETTER 

QUALTTY PRINTER WITH EXCELLENT &AAPWCS iMOJCIW DA). 

FREE SOCIAL HESERVE UEMBEB5HIP. FRH (WINTER LEAD 

FHEE COLOUR KIT 34H.H 

CITIZEN SWIFT 24E printer with cgLPLiP. kit h pin. W COLUMN. 
jmCPSflJlQ. 8LQV1 DRAFT FONT.2< MTH WAFfflANTY. ADYANCELTirtFISIOH OF 
ItA WITH HlGNEH SPEED. MCflE FONTS AND SPECIAL LCD CONTROL PANEL. 
FREE SPECIAL F.EEEHVE MEMBERSHIP. FREE PRINTER LEAD 
FREE COLDUR KIT , ...... _. 2TB.** 

STAR LC20 PRINTER. SPIN. BO COLUUN, ISOCP9J45MLQ, 

(NLCl'l DRAFT FONT, 1? liOWTH WARHANTV 

FHEE 5PFCTAL RESERVE MEMBERSHIP. FREE PRINTER L£AO 1M.3S 

STAR LC2QQ COLOUR printer, o pin, en column, tiocps/^snlq. 

INLOI1 DRAFT FONT. 1| jyONTH WARRAHTT 

FREE SPECIAL SE5ERVE MEMBERSHIP. FflEE PHINf IR LEAD 1SS.B9 

STAR LC24-20 2 J PIN phinteh m ccn.guw.iwcP5WLO. 
SLO/l DRAFT FONT. 12 MTH WARRANTY 24 PIN Ou* jrr AT 3 FIN PHlCE. 
FREE S-PtCI *L Ht SfcRVL MLM9LH5HIP FREE PRINTER LEAD fflt.94 



RIBBON FOR SWIFT 9 OR 110D* fi *} 
RIBBON FOR SWIFT !4 OR »4 |H 

RiBBOmCOlOlIfti For SWIFTS . i:.» 



HIUUON FOR SIAR LC.20 <.« 

RIBBON FOR STAR LCSKS 6 50 

RIBBON FOR STAR LC*t-» *.« 

m&BON (COLOUR) FOR LtaiC? ...io.se 

DU9T COVER FQH BO COLUMN PRINTER (CLEAR PVCJ , 1.99 

PRINTER tE*C|PARAi.LEL) FOR AMIGA. ST OR PC 9.B9 

PRINTEH STAND 12 PIECE. FITS ANT PAINTER) 7.« 

PHILIPS CM8833 MK 2 

COLOUR STEREO MOMTOR FOR AMIGA 

OH ATARI ST ONL f EARS ON-S4TE 

MA NTENAft-CE INCLUDED 

OFFICIAL UK VEFtSION. 

FREE F'S STEALTH *»■*» *1rt 

FREE MEMMRSHIP ZlT.TT 

TV TUNER FOR PHILIPS CWM33 HKII 
MONIrOfl ONLY 1IUFSNS THE 

MDNITOR INTO ATV| 44.B* 

MONITOR LEAD - AMlOA 

TO PHILIPS CMBB33 II *.B8 

PHILIPS 3332 15 1 ' FST 

COLOUR TElEVISIOIiMONITGR. FOR 
AMIGA WTH REMOTL' CONTROL 

AUTO PROGRAM UING AND 

'WO TEAR WARRANTY 

(ALSO * OR UEGADRJVE. Ofl SUPtft NES) 

FREE SCART LEAD (STATE AMIGA I 

FREE MEMBERSHIP ttM QQ 

SCANT LEAD - AMtGA TO TV WITH SCAHT 

INPUT ''GIVES MONITOR 

QUALITY PICTUREI „ _,.,.,.„„,*** 

GOLDSTAR 14" 

TELEVISIOK/MONITOR WITH REMOTE 
i --jr. in:.:, i-JU-ji. a,H ' INPU1 FOH AMIGA 
IALSO FOR MEGAORIVE OR SUPER NES) 
FREE SCART LEAD AMIGA TO GOLDSTAR 
FREE MEMBERSHIP VEBftMM 

BUSTCOYfR FOR MONITOR 
ICLLAHPVCI &S111B 5.99 



ASM PIUS While >tocki h»t 




AMIGA A500 P 

LEMMINGS PACK 

WITH LEMMINGS. THE SIMPSONS. 
CAPTAIN PLAWT. i HEO 4AM . 
MOUSE. TV M0MJLA1OF 



3W.99 



FREE SPECIAL RESERVE HEUBEKSHIP 
FREE CQMP FHH 59M JOYSTICK 

AMIGA A500 P 
CARTOON PACK 

WITH LEMMINGS. THE SIMPEDNE, 
CAPTAIN PLANET, DELUXE PAINT J 
1 MEO HAM (BUILT*! MOUSE. TV 
MODULATOR 

334.99 

free Special reserve vewgershi 




GVP HD8+ 52 MEGABYTE 

AMKA HARD DRIVE (SERIES III 

WITH EXPANSION SLOTS TO 

UPGRADE AMIGA HAH TO £ MEG 

359.99 

GVP ill MEG AMIGA RAM expansion 
(SIMMS FIT IN GVP HAHO DRIVE 

TO expand amh~.a =r 

JMEOOR4MEQRAM) 

S9.99 



COMMODORE A590 20 MEG HARD DRIVE FOR AMIGA 

i.AU"OBOOT WUH MCKSTART S-DCKE15 FOR 2 MEG Of RAM. 

SCSI INTERFACE FOR PEHIitHERALS CDNNECTlONl 2BS.99 

1 MEGABYTE AMIGA RAM UPGRADE 

fTO 1 MEG| FDR *SOfl PLUS 34.99 

AJDI I WITH BARTI AMIGA &12K RAM 

EXPANSION GENUINE ITEM WITH CLOCK 

FHEE BART SIMPSON DAME A4.99 

S11K AMKU RAM WITH CLOCK !4.» 

BT2K A wiu 4 RAM NO CLOCK ,_22.M 

EXTERNAL M" CHS.K DRIVE FOR AMIGA 
VHTH SO»IV/C>TIZEN DRIVE MECHANISM 
OUET. HIGH OUAUTV. SLIM iA.B* 

TECNOPLUS REPLACEMENT AMIGA POWtfl 
SUPPLY fTME 4.5 AMP OUTPUT ALSO 
ENABLES A MICAS TO RUN 
PLFtlPMLHALS L 1- F "ICILNI LT| M !*H 

TECNDPLUS AMIGA SIARTtK PACK 

lAMOS, PRINCE OF PERSIA. QUICKSHOT 

i:ll JCV STICK OUST COVER HOUSE PAD, 

FILE-A-DIS* RECORD SYSTEM. DtS* 

CLEANEH.i BLANK DlS*Sl JT« 

CLEANING Mr KH 

COMPUTERS 

IINCLUDES VACUUM) 

HUM 

NAKSHAAHIOA/ST 
MOUSE WITH 
OPERATION STEALTH 
24.99 

SOUIK MOUSE FDR 
AMID.* OR ST 
1UC 

SfE£ul Reserve MoueE Mat 

4.94 

AMtOA SOUND ENHANCER 
l&OOSTS SOUND) 

35.BS 

SCREENBEAT 

STEREO SPEAKERS 

f OR AMIS* OR PC, REOOIHE +AA BATTERIES OH 

uaiiwS AUni'iijH luSion. DSPECIWCAI LV FOR 

COMPUTERS INCLUDING MOUNT ING* FOR 
ATTAC HMENT TD MONITDR 19.99 






MAINS ADAPTOR FOR 
SCREENSEAT SPEAKERS 



7.M 



TECHNO SOUND TURBO SOUND SAMPLER FOR 
AMIOA INCLUDES LEAD FDR ATTACHMEF4T TD 
WALKMAWDISCMAN »» 

TECNOPLUS MID! CONNECTOR AND CAB4.ES 

FOR AMIGA WTTH MUSIC- X JUNIOR 39.99 

DAATA SCAN PRO 

HANDSCAFfNER 

FOR AMIOA 

nut 

rr DEC TRACKBALL 
FOR AMU3A OR ST 
I7JM 



*. 



HI-FI LEAD ■ AMIGA TD STANDAHD PHONO iriFUT 3.99 

POFVLOUSi'FALCON LEAD |NUlL MODEM CABLE) .7.99 

RF LEA« - AMIGA ST OR CONSOLE TO TELEVISION .i,H 

RF SWITCH FOR AMIGA. ST Off CONSOLE IS1WTOH HTWIIN 

TV AERIAL AMD COMPUTER WITHOUT DISC ON MtC UN Hi 4.99 

DU5T DOVER FOH MONITOR HC LEAR PVC I 5.99 

DELUXE DISK BOX 
J 5'ltOl. LOCK ABLE. 
DIVIDERS 
lfl.l 

BAHXPISK BOX 
a.S'(M)STACMBLE 

12.99 





DISK BOX 3.5" (1iG CAPACITY* 1 .« 

OI5K BflJI J.5"<4» CAPACITY 
LOCKAIlE. EHYlCERS f.*» 

OISK BOX2.5' (BDCAF-ACITTh 

LOCKABLE. DiVIOEHS „ ..*,» 

• DISKBO.K jy ,;i|»CAPAC|TV;. 

LDCKABLE, DIVIDERS 9.9# 

3 S--DJ5K HEAD CLEANER 4-39 

3.1" MOD SOLfJSTAH DISK. WITH LAiEL B9p EbcH 

PACK OF 50 GOLDSTAR 3.5" DSDD DUSKS WITH LABELS 24.99. 



Nintendo Super NES 

i CONTROLLER AND SUPER MARIO WOPILQ 
ffiff SECOND CONTROLLER. FHEE STEREO LEAD 
FftfE NINTENDO MARIO GAME £ WATCH 
Ff*££ SPECIAL RESERVE MEMBERSHIP 
FREEtS 00 REPLAV VOlrCHER 



IfPER NES GAMES 



EUPEH H.TYPE J7J9 

SUPER SOCCER J7.M 

FZEHO 37 » SUPER TENMS ».« 

MORE GREAT GAMES EXPECTED IN AUGUST 




0279 600204 

Open to 8pm Weekdays 



ANNUAL MEMBERSHIP 
UK £6.99 EEC £8 99 WORLD £10.99 

Wc only supply members bul <fuu can c-rdc-r na you join. 

Th* Spmcial Reserve full 

colour club magazinE NRG is 

SGril lo all rrwmb«ra bl- 
monThly. NRG features f u II 
reviews 01 new games plus 
mini-reviews, all the gen or new product?;, the 
Special Reserve charts. Release Schedule of 
new games and hundreds ol special otters. 
PLUS EVERY ISSUE CONTAINS 

E30 worth of money-off coupons 

to save even more money olf our amazing prices 

We sell games and accessories, all at amazing 

prices, for Megadrive, Master System. Game 

Gear. Super NES. Gamebov, NES. Lynx, Amiga. 

Alari ST, IBM PC. CDTV and IBM CD ROM. 

Best Service, Best Prices, Biggest Selection 

That's why over 100,000 people 
have joined Special Reserve. 



NEWAMIGA 600 



a 



1 1 1 1 1 



NEW AMIGA 600 
KICK OFF 2 PACK 

DELUXE PAiNT 3. GAME DISK. 
BUILT- 'h TV MODULATOR, 
t MEG RAM EXPANDA.1LE TO 
1 MEG, Ih-HOME SERVICE. 

399.99 

FHEE C0WPETITION, PB0 JOt-STICIC, fflEE KICK WF3, 
FREE SPECIAL. RESERVE MEMBERSHIP 

AMIGA 600 HO ROGER RABBIT PACK 

■i* T H INTERHAi. » MEG HARD DRIVE, DELUXE PUNT 3. GAME DISK. 
BUILT-IN Tv MODULATOR. 1 MEG RAM. IN-HOME SERVICE. 
FREE ROGER RABBIT LUSNEV CAME 
FHEE OOMPETTTIQIhl PRO JQTSfTICK 
FREE SPECIAL RESERVE MEMBERSHIP 



499.99 



hi^DWAH E PRICES INCLUDE VAT AND DELIVER* TO UK MAINLAND 



lTile*-M«dl«te* Lid. Registered Olfkc; 2 South Block, 
The Mailing*. Sawbridgeworth . Herts CM2t SPG. 

INEViTABLY . SOME GAMES MAY NOT YET SE RELEASED. 

PLEASE PHOME SALES ON 0279 600204 FOR 
LATEST RELEASE DATES AND STOCK AVAILABILITY. 



•rtt ONLl'SUPPLlf W«MBE*SHLrT YOU CAN QflD&fl AS VQ(J JOIN. 
T>*HE IS A 5L«CH*.BOE 0= 5* W* OJ*« C*l TELEf^CNED WOE H3 
r F*f.F =p -.- n b. r.r.H r.np t*. = . 



ONE 21 



KtlM 



A**»»*_ 



_Pt*taicta , 



TelephonB. 



_ Machine lype. 



Enter membership numw?r (if applica&el Or 
Menbersh: E6 99 'jK. US 99 EEC. £10 99 World 



Hi. -I 



item 





Goldstar 




DISK with LABEL 

69 p each or 




24,99 for 50 






II 







item 



I 

I 
I 

I ALL PRICES INCLUDE UK POSTAGE. «. VAT 



,.!.:• 



Cntijjft ° D..'Act:£S& - Masisr£2iirl'5w«iWiSA Swilcri isaua Nc 



StgnAn 



Crrtdil card 
gx\w/ dale 

ChaquBtpavaWeto; SPECIAL RESERVE 

P.O. BOX 847, HARLOW, CM21 9PH 

Ovrrrm Onrf*r#: EEC M*w«r» 4n**f* - rts *)dr* charge 

Wort; $ofl«:in: u--tlfrs pl««** *(W E1.00 f"Jr i[*Hi 

NO- $uhwS"> ilfru* |Jleasti atJrt U7"i EEC or 25% World 

Ovetasas o«J*ra must f» ptkS try crwtff tattt. 
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RED ZONE 




Old Psygnosis have been a bit quiet 
of late. Working away on their top 
CD-ROM projects, I expect. Anyway, 
that's about to change with the 
imminent release of the game that 
looks like it could well be the motor- 
biking fans equivalent to Micro- 
Prose's Formula One Grand Prix 
(which should please Editor Jim no 
end because he's a biking nut and 
can't ride his Kawasaki ZZR600 at the 
moment 'cos he dropped it - the oaf). 
Programmed by Dan Gallagher (of 
Voyager and Infestation fame), the 
game promises to have lots of love- 
ly features, including ten highly- 
detailed international tracks, a 
full racing season competing 
against intelligent computer- 







controlled opposition, multiple 'out 
of cockpit' view and action replays 
from a helicopter 'eye in the sky'. 
Sounds good, doesn't it? Bel you 
can't wait to give it a go, can you? 
Well, thanks to those lovely Psyg- 
gy boys 'n' girls, you don't have to 
wait one moment longer than it 
takes a disk to load! In this EXCLU- 
SIVE The One demo you can take a 
Red Zone bike out for a practice spin 
around one complete course! 
Although there are no other riders 
around (you'll have to buy the game 
for them!) there's plenty of fun to be 
had competing with your mates for 
the best laptime. And. best of all, 
there's no risk of you coming off and 
scraping your face along the tarmac! 
Hoorah! 

INSTRUCTIONS 

The demo is completely controlled 
using the mouse (plus a few keys for 
the less-important stuff). Once you've 
tired of looking at the title screen and 
watching the rolling 30 demo, click 
with either mouse button to get on 
with the biking. 

Moving the mouse left and right 
steers the bike in the appropriate 
direction. Accelerate using the right 
mouse button and brake using the 
left mouse button. Easy, eh? Use the 
following keys for some other inter- 
esting effects: 
FIR 

Switches between frqnt, rear, left 
and right views. 





FBToggles the course map on or off. 

F7 Toggles a steering guide on or off, 

FB Repositions your bike back on the 

track after a crash. 

F9 Toggles between NTSC and PAL 

screen modes. 

Cursor keys 

Positions your bike on the track when 

stationary, 

The demo ends when your dam- 
age meter (in the bottom -left corner 
of the cockpit ) reaches 100%. Pulling 
into the pits (situated near the 
course's starting grid) will repair any 
damage and prolong the fun. If you 
get 75% damage or greater then be 
careful because your bike will get less 
responsive; the steering will go, the 
brake*.'!! become less effective and so 
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Don't know why we bother sometimes. Spend months 
scouring the World for playable demos of the top releases 
and hunting high and low for the cream of PD games and 
what thanks do we get? None. Oh r be off with you. Go 
load your coverdisks if that's all you want us for. If we 
didn't love you we'd hate you. 



LOADING YOUR DISKS 

Okey-dokey, skipper! Easier said than done. Grasp the wisely cho 
sen disk firmly in your right hand and insert it [the disk, not your 
hand) into the drive slot on the side of your Amiga. Turn an your 
Amiga and watch as a menu appears right before your incredulous 
eyes. Use the function keys to select the demo or game you wish 

to play. There might be a short delay 
between the game loading and it 
actually running. If so, don't worry 
- the program's just dec omp acting. 
Note that you cannot view the 
Golfing Greats from the menu. Go 
get a copy of MicroProse Golf and 
load it up. Then, when the options 
menu appears select REPLAY and 
insert Disk A when asked for the 
data disk. Choose a skit by clicking 
on it then click on the disk icon to load and view it. There. Wasn't 
too hard, was It? II you have any further problems refer to the 
game's manual. 

GALACTIC 



i.i-ii«iu»«.i.i»—-i-. vn-r-r*™ 




You'd be right if you thought that the 
first designed solely for the Amiga' 
game by Stavros Fasoulas was going 
to be good. However, if you thought 
it was going to be a down-tO-Earth 
blaster along the lines of his C64 hits 
Delta and Sanation then you'd be 
very, uery wrong. Galactic is a shoot- 
em-up alright but, boy, is it weird I In 
fact, it's more than weird. It's enough 



to make you suspect that poor old 
Stav's lengthy tenure in the Finnish 
equivalent to our National Service , 
boiling up old socks for soup while 
patrolling the Finnish-Russian border, 
has sent him quite potty, 

Take the game's, if you will, 'plot', 
Our hero. King Rudolph, is having an 
afternoon nap when - horrors I - he 
has the most bizarre nightmare. He 




dreams that the yellow and red char- 
acters on his faithful old set of play- 
ing cards have come alive and are 
battling it out for supremacy. In the 
middle sits poor King Rudolph, 
armed only with a set of blank play- 
ing cards. Only by lobbing the cards 
at the two warring factions can he 
trap them and restore sanity. (Sani- 
ty? Some chance!) 

Rudolph has two energy bars - red 
and yellow - and if either of them 
drops to zero the King dies. Rudolph 
can swap between them at any time 
by touching the little indestructible 
king geezer who wanders about. 
Rudolph can also top up his flagging 
energy by catching the tumbling 
trapped card characters before they 
hit the floor. If he catches a red card 
then his red energy bar is topped up 
and if he catches a yellow card then 
his yellow energy bar is topped up. 

The card characters can be 
trapped in one of two ways - either 
by Rudolph and his magic cards or by 
the opposing team and their bub- 
bles. If a trapped card character hits 
the floor then it turns into a points- 
packed bonus. If Rudolph can catch 
a 'bubbled' card character before it 
hits the floor then it is freed and 
'reborn' at the top of the screen. 

Every so often screens packed 
with fruity goodies appear where the 
aim is simply to collect everything 
before the timer expires. Then there's 
the Royal Love Chase, where Rudolph 
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has to outrun his lady admirers for as 
long as possible. In addition, there 
are loads of strange and whacky 
secret bonuses and warps to discov- 
er - can you work out how to get the 
J Floor Dance Bonus', for instance? 
Keep an eye on the bottom of the 
screen for hints. There's more fun in 
this EIGHT LEVEL demo of Galactic 
than you'll find in a week at Euro Dis- 
ney so get playing* 

INSTRUCTIONS 

Use the joystick to move King 
Rudolph about the screen and hit 
FIRE to lob a card in the direction 
you're travelling. If you stand still 
and hold down FIRE then you'll lob 
cards endlessly and also be able to 
direct them without moving by 
twisting the joystick. It's a simple as 
that. Don't forget to keep an eye on 
your double energy bars and when- 
ever possible catch the trapped nas- 
ties to top them up. 
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Due to David being hopeless, you'll notice 

that Hollywood Trivia appears on Dish A 

_ and NOT Disk B as indicated by the labels. 

Sorry, Sorry. Surry. We're so sorry you wouldn't believe it. It won't 

happen again. Promise 




URGhj 



Who w*s L#* Skjvilttt-'i Uthw ? 



subject; 

Stir Mar: 



LT 



q: 



Thr Enperer 
Kan Sola 
Yedi 



Sti-rt! 1l»,»to 



L! 
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Right - 1? 



HOLLYWOOD 
TRIVIA 



Hooray for Hollywood! That famous 
factory of dreams, where a humble 
waitress can become a film star 
overnight. has. been the %ource of 
inspiration for million of games. And 
here's another one to add to the list! 
As you might have guessed from the 
cunning title, it's a trivia gam^ boast 
ing four-hundred questions based 
around eight topics, including Indy 
Jones, Star Wars, Star Trek and The 
Hitchhiker's Guide. As you answer 
the questions correctly a digitised 
piccy slowly forms on-screen. At last 
And out just how pathetic your life 
really is! Take Dave, for instance, 
who got all the Star Wars questions 
right - what a sad man! 

INSTRUCTIONS 

The game is completely controlled 
using the mouse. Bring up the menu 
by holding down the right mouse 
button. Move the pointer over the 



word SUBJECT and select a topic by 
dragging the pointer down so that 
yuur rhcicH is highlighted then 
release the right mouse button. 

Questions, will appear at the bot- 
tom of the screen, along with four 
possible answers. Click with the left 
mouse button on the box next to the 
answer you think is correct. If you're 
right another piece of a digitised pic- 
ture will appear. Can you get all the 
questions right and see the whole 
picture? 

If you are stuck you can get help 
by going to the CONTROL menu (hold 
down the right mouse button again} 
and selecting HELP. One of the incor- 
rect answers will be crossed out. If 
you get really, really stuck you can 
even cheat by getting the computer 
to show you the answer by choosing 
SHOW ANSWER from the CONTROL 
menu, But you'd never do that, 
would you? 



GOLFING GREATS 



This is, sadly, the last month of Golf- 
ing Greats, so please don't send any 
more entries in 'cos we'll only throw 
them away. So, the question trem- 
bling upon the nation's lips is; who's 
won the fourth place in the forth- 
coming MicroProse-spon sored Golf 
Tournament? The answer is... (roll 
on the drums)... Andrew Fairlie 
from Burnt island in Fife! Con- 
I gratulations to Andrew and also 



to Philip Monaghan from Kilwinning 
in Ayrshire, Brian Sullivan from New- 
port in Gwent, and James Do wan 
from Weymouth in Dorset who also 
sent in some very nice shots. All the 
winners from the last four months 
will be contacted soon regarding the 
MicroProse Golf Tournament and you 
can read about what happens in a 
future issue of The One. 




AAEGATRON 



MegaTron is a simple little thing 
based loosely on the lightcycle race 
from the movie Tron. Two players 
compete to try and force the other 
to smash into the coloured trails left 
by their Tronic Jetbike, Each player 
has a limited number of bikes and 
the first to run out of them loses. 





Now I know that it doesn't sound 
that brilliant but, believe me, it's 
one of the most addictive and pure- 
ly competitive games known. 
There's plenty of Opportunity for 
dirty tricks and psyching cut your 
opponent and the feeling of sheer 
evil glee you get when you box 
someone in and force them to 
smash into a wall is unsurpassable ! 
You'll never really know what a low- 
down rotten so-and-so you are until 
you've played MegaTron. The game 
generated so much ill-feeling in the 
office that we had to burn the disk! 



INSTRUCTIONS 

On the title screen use the function 
keys to alter the game's speed and 
toggle between music or sound FX 
(I'd recommend you go for the for- 
mer option). Then hit F1 to get into 
the game. Mow all you need is a joy- 
stick to move around with. Oh. and 
another player, of course. 
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* Compatible with 1Mb machines only 

BATTLEMENTS 

cially true, The- plot runs thus: Quasi- 
modo must run and leap his way 
across Notre Dame Cathedral's castel- 
lated walls, dodging all kinds of 
medieval nasties in an effort to res- 
cue his beloved Esmerelda. There are 
pits, fireballs, arrows, soldiers with 
lances, soldiers with bows, cannons - 
you name it, Battlements has got it. 
There are 40 levels to complete, each 

Now I'll be honest. Battlements looks packed with ever-increasing prob- 

as ugly as its hero, the gruesome lems. Get going. Quasi! 

Quasimodo. But. as we all know, 

looks aren't everything (ask Dave) INSTRUCTIONS 

and in Battlements' case this espe- On the title icreen use your joystick 

either to alter the starting level, read 
I the game's instructions or look at the 
Hall of Fame. You can also make the 
levels appear randomly, but I'd advise 
you to keep this option turned 'off 
until you're used to the game. Select 
the START GAME option to get going. 
The aim of the game is to guide 
Quasimodo safely from the left-hand 
side of the screen to the bell at the 
right. Use the joystick to move Quasi 
left and right and Hit FIRE to jump. 
Getting hit by an arrow, a cannon 
ball, a fireball or whatever spells 
instant death, as does falling down a 

' pit (Quasi 1 ; got a very fragile hump, 

you see). To make matters worse 
there's a guard climbing the ladder at 
the side of the screen and if he reach- 
es the top he'll chase after and hill 
Quasi. 

Be warned that the game gets very 
tricky in its latter stages, If you ever 
manage to rescue Esmerelda then 
you deserve a pat on the hump. 

DRAGON TILES 



Dragon Tiles is a very slink Shanghai 
variant and, with its attractively- 
drawn tiles and calm-inducing blue 
colour scheme, it's also one of the 
prettiest versions of this classic game 



■MBO 






-=J Hujaw 



that I know. Dragon Tiles is one of 
those games that, as the cliche goes, 
takes a moment to learn and a life- 
time to master. 

The screen is filled with stacks of 
tiles, each with a variety of designs 
on them. The aim is to dear the 



screen by pairing off similar-looking 
tiles, whereupon they disappear. This 
otherwise easy task is made more 
difficult by the fact that you can only 
remove tiles that have either their 
left or right side exposed. You'll be 
infuriated. You'll be frustrated. But, 



INSTRUCTIONS 

All control is with the mouse. Click 
to start the game then select a tile 
pattern. During the game select a tile 
by moving the pointer onto it and 
clicking. Select one tile type then 
another with an identical design and 
they will both disappear, Remember 
the rules; the tiles must have one of 
their left or right sides exposed and 
also be in plain view (i.e. you can't 
click on tiles underneath other ones). 
If you get stuck, click on the STOP bar 
to return to the title screen. There are 
loads of different tile patterns to try 
out - can you do them all? 



X Ships px£\ 
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Don't be fooled - Omega Race isn't 
just another boring version of Aster- 
oids, though there are definite influ- 
ences and fans of that game will cer- 
tainly extract a lot of fun out of this. 
You control a triangular spaceship as 
it zips around the central score panel. 



Ships'! 4.*t| 



■ Compatible with 1 Mb machines only 

Your mission: destroy all the rotat- 
ing cog-like things. At first this is 
none too difficult as they just float in 
space doing zero, but later on they 
drop little landmines and later still 
mutate into lightning-fast, missile- 
firing spoke creatures. I know this 
doesn't sound very clear but play the 
game and you'll see what I mean, 

INSTRUCTIONS 

All control is via the joystick. Tap FIRE 
to get past the text screens and into 
the game. Rotate the ship by push- 
ing LEFT or RIGHT, push UP to thrust 
and hit FIRE to fire. Those are all the 
controls, now all you have to do is 
survive. Easy. 
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OCEAN 




In what is almost certain to be the 
last REALLY big-name licence of 
1992, Ocean has snapped up the 
rights to the blockbusting action 
movie Lethal Weapon 3. 

The signing sets the stage for 
what is now destined to be one of 
the biggest Christmas licence clashes 
in years, with Konami's Batman 
Return and Acclaim's Alien 3 also 
jockeying for position. 

The movie, which broke box- 
office records when it opened in the 
US recently, sees top LA cops Martin 
Riggs {Mel Gibson) and Roger Mur- 
taugb (Danny Glover) teaming up 
once again, this time to bring down 
some crooked ex-cops who are sell- 
ing Police-owned weapons to the 
city's villains. No doubt the movie's 
plethora of big explosions (in one 
scene an entire office block is 
destroyed) and top fighting action 
will doubtless make ideal material 
for the game. 

The Amiga version is already in 



production, and looking fine as 
these first exclusive screenshots illus- 
trate. We hear it's going to be 
another platform-based affair along 
the lines of Hudson Hawk and The 
Addams Family,, with the player tak- 
ing control of the shaggy-haired 
Riggs. Due for completion in August 
we understand the game's to be 
held back in order to hit the lucra- 
tive Christmas market - the film pre- 
mieres at the end of the Summer. 
Stand by for a full Work in Progress 
soon. 



THE AMIGA IS 
DEAD! LONG LIVE 
THE AMIGA! 



Yes, it's true. It was revealed this 
month that Commodore intends to 
slowly kill off its most popular 
machine - the Amiga 500 Plus. The 
move is intended to be part of the 
Big C's master plan for consolidating 
the new, super-sleek AGOO as the 
next stage in the machine's evolu- 
tion. It's estimated that by the end 
of the year ASOOs will no longer be 
available (rumour has it that pro- 
duction on the model has 



already stopped}, leaving the 600 as 

the only choice for those wishing to 
join the ever-growing Amiga army. 
But fear not, you legions of A50G 
owners. Commodore is far too smart 
to dump on you, and will doubtless 
be ensuring that all future Amiga 
products continue to be compatible 
with the older models. And, of 
course, anybody wanting to buy an 
Amiga should be able to pick up an 
A500P at some excellent discount 




Come 1993. Commodore's controversial AGOO could well be the only low-end 
Ami go that money tan buy. 



stock -clears nee prices - they're 
already being touted at £299 by 

some mail-order outlets. Here at The 
One we don't exactly expect any 



major upheavals in the Amiga gam- 
ing world as a result of the phase- 
out, but we'll be keeping a watchful 
eye out all the same... 
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GET SPORTY 
FOR SUMMER 




Espagna 92 - Ocean \ attempt 10 cash in 

on Olympic fever, 

Phew, what a scorcher, With the 
weather as surprisingly hot as it is, 
and with Barcelona 92 lurking just 
around the corner, the "big two", 
Ocean and US Gold are both warm- 
ing up to release big Olympics-style 
games to cash in on the Summer 



sports madness that's set to sweep 
the nation. 

Ocean's effort, which is by far the 
most obviously Olympics-inspired of 
the two, is provisionally entitled 
Espagna 92 (see what we mean?}, 
although it's unclear whether the 
game is indeed the official Barcelona 
tie-in. According to David Upchurth, 
who was granted a sneak preview 
earlier this month, it's got "tons of 
events". We are not talking a piffling 
six or eight - there are literally 
dozens, almost every one featured in 
the real Olympicsl As in Psygnosis' 
Carl Lewis game (WIPped this 
month}, Espagna 92 also features a 
full management aspect, where the 
player must train up his squad of ath- 
letes prior to competition. It's due 
out "soon". 

The US Gold game is called 
MegaSports and, like Espagna 92, has 





Th» all-time Epy x dass-ic Summer Games 
- making it's Amiga debut next month. 



Two-player action in Summer Games It - 
in this caw, a trip to the velodrome, 



Nd pain no gain - get ready to burn in 
Espagna 92"s gruelling training sessions. 

sporting events by the bucketload - 
hence the "mega". In this case there 
are other 30 to compete in, includ- 
ing skiing, bmx racing track-and- 
field, shooting, rowing, cycling, div- 
ing, gymnastics... the list is impressive 
to say the least- Whether or not qual- 
ity has been sacfified for quality 
remains to be seen, but the game's 
got one very strong point in its 
favour - included as part of the pack- 
age are the never-before-released 
Amiga versions of the Epyx sporting 
classics Summer Games I and III 

That last fact alone is enough to 
get us old The One hacks, who 
remember the old days, making our- 
selves sick with excitement Also due 
out in time to hit the Olympic craze, 
Meg as ports should be reviewable by 
next month. 



Desert Strike to hit 
Amiga 



After the not-inconsiderable success of John Madden 
American Football, Electronic Arts has revealed that it 
is currently converting another of Its Mega drive titles 
to the Amiga. The Gulf War-inspired Desert Strike is the 
most successful console game the company has ever 
released, and is also a bit of a spiffing game - two fine 
reasons for an Amiga conversion. 

Subtitled Return to the Gulf, Desert Strike is a 
scrolling isometric strategic shoot'em-up in which the 
player flies a state-of-the-art attack helicopter over a 
Middle-Eastern battleground against the forces of a 
jumped-up military crackpot with a big moustache- 
Sound familiar? Though we oniy ever play Amiga games 
these days, we remember Desert Strike from our days 
on ACC and rate it as one of the best games in a good 
few moons, Gary Robert's the EA in-house coder who 
produced the Amiga John Madden is currently working 
away on the conversion (more details on page 21), 
which is due for release at Christmas. 




Hard-hitting Gulf War action In EA's M«gadrive blockbuster 
Desert Strike - the Amiga version promise! to be even better. 

It's also been suggested, although not confirmed, 
that we could well be seeing more of EA's Megadrive 
titles coming across, including Ice Hockey sim IA Hock- 
ey and the futuristic bike racer Road Rash. As of yet 
Desert Strike is the only title we definitely know is being 
done, but we'll be sure to tell you when we hear word 
of the others. 




..Fans of the mega-successful 
Capcom coin-op Streetf ighter 2 
will be well chuffed to hear that 
US Gold has acquired the licence, 
and Creative Materials (The God- 
father, Final Fight) will be pro- 
ducing the Amiga conversion, 
due out before the end: of the 
year... 

...Meanwhile, Delphine Software's 
adventure-based interpretation of 
The Godfather movie has gone 
down the bin and won't ever be 
appearing. The boys behind Cruise 
for a Corpse and' Another World are 
now working on a new game called 
Moebius instead... 

...Monkey Island 2 simply not 
enough for you? Well, according 
to our sources, Lucasf ilm Games 
is reported to be "looking at" the 
prospect of producing a Monkey 
Island 3! Don't start salivating 
just yet, though - even if they do 
decide to take the plunge, it 
wouldn't make it onto the Amiga 
until well into next year... 

...Oh, and while we're on the sub- 
ject of Lucasf ilm, the top California 
an developers have, as of this 
month, changed their name to 
LucasArts Games. Considerably more 
interesting than this minor move is 
the fact that one of the first games 
to appear under the new name will 
be a new Star Wars tie-in. It's a Wing 
Commander-style space combat sim- 
ulator based around the X-Wing 
fighter, currently being developed 
for the PC and "probably" making it 
to the Amiga sometime after... 

...Palace Software releases two 
SUPER games this Autumn • 
namely Super Barbarian and 
Super Cauldron. Super Barbar- 
ian, being the follow-up to Bar- 
barian and Barbarian II, is cur- 
rently being written in-house, 
while Super Cauldron, the 
spooky follow-up to Cauldron 1 
and 2 (neither of which ever 
appeared on Amiga) is in the 
capable hands of Titus in 
France... 

,,. Alternative Software has picked 
up the licence to the "hit" Hulk 
Hogan movie Suburban Commando, 
recently released on video. It r s due 
to appear later this year on the com- 
pany's new Admiral label-. 

► ► ► 
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The Nintendo mega-seller Battletoads - coining very socm to 
your Amiga,,, 

Toads 
in the 
hole 



Though you may still have a long wait for Mario and 
Sonic to appear on the Amiga, there's one set of ton- 
sole heroes who will definitely be making the transition 
to the machine this year, Battletoads are, apparently, 
the coolest thing since the Turtles (remember them?), 
consisting of three super-hard toad-like mutant warriors 
cal led Zit, Rash and Pim- 
ple, Their mission - to 
save the galaxy from 
another lot of horrible 
mutants bent on cosmic 
domination. 

Yes, well, it doesn't 
exactly sound thrilling so 
far, but wait until we tell 
you that the game has 
been an absolutely HUGE 
hit on the Nintendo, and 
that it's been written by 
Rare Ltd - the people 
who used to be leg- 
endary game wizards 
Ultimate. Sounds a bit 
more interesting now, 
eh? 

The game, as is typical 
for a product originated 
on console, is a multi- 
level arcade blast that 

takes the Toads through various different sub-games - 
beat'em-up, platform, racing, shoot'em-up - it's all go 
in Battletoads. The Amiga licence has been picked up by 
Mindscape, who intend to spruce the game up consid- 
erably [the Nintendo is only equivalent to a crusty old 
C&4) before releasing it - a rough date has yet to be con- 
firmed. No screenshots as yet, as the conversion's yet 
to be started upon. Rest assured, when they exist, 
you'll see them. 



Every month, Tha One's prestigious 
team of game experts put their heads 
together and after the unpleasant 
clanking noise they decide what are 
the finest games to have appeared 
aver the last few months. The result 
is nn invaluable guide to the very best 
of software currently available to 
buy... 



superb Mario-style platformer with the play- 
er, as Gomez, leaping around the Addams 
mansion and grounds in search of his kid- 
napped family. It can hardly be called original 
(we're surprised Mario isn't sueing personal- 
ly), but who cares? It's utterly addictive, and 
that's all we want to know.00% 




SENSIBLE SOCCER (Renegade) 

Irrefutably, THE best football game the Amiga 
has ever seen,, combining mind-blowing paya- 
bility with a level of detail and authenticity 
that will keep even the most die-hard soccer 
freak happy for months. Some (including us) 
says it's even better than Kick Off 2, although 
arguments are set to rage for months over 
that one. Unmuddled, very cleverly designed, 
good to look at and a tremendous amount of 
fun, Sensible Soccer is simply too good to miss. 
So don't. 93% 
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JAGUAR XJ220 (Core Design) 

With Lotus 3 on the way, how long this game 
will reign as king of the full-price race games 
remains to be seen. But in the meantime 
Core's supercar simulator will do nicely thank 
you, offering arcade race action that beats 
Lotus 2 hands down, while offering a pletho- 
ra of extras including a skillful track designer 
and car modification sections, Suitably impres- 
sive in its scale, Jaguar is definitely the best 
value racer we can think of, and one of the 
nicest looking too. Fans of the genre who 
haven't already bought it definitely should. 
85% 
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THE ADDAMS FAMILY (Ocean} 

After Ocean's rather poor performance on the 
licence front over the last year, no-one could 

have expected this, one of the finest platform 
games the machine's seen in a long, long 
time. Thankfully, the programmers have 
almost completely discarded about the shod- 
dy tie-in material and simply produced a 



DUNE (Virgin Games} 

An impressive hybrid of new-age adventure 
and strategy game, Dune is an object lesson 
in how atmosphere can work wonders. 
Superb graphics and music capture the feel 
of the hook and fifm, and there's plenty of 
things to explore and discover. The adventure 
aspect is ultimately limited, but the top mili- 
tary-style strategy props things up nicely by 
giving the player plenty to think about pret- 
ty much afl of the time. Attheendof the day 
its longevity in question, but there's enough 
here to make Dune worth its rather over-the- 
odds asking priee.9©% 
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PROJECT-X (Team 17) 

Exactly the sort of thing that The One team 
like* to unwind with at the end of a stressful 

day (apart from Megatron), Project-X is 
shoot'em- up excellence personified. Six levels 
of gorgeous- looking graphics, exquisite sam- 
pled sound and no-holds-barred megablast- 
irlg gameplay... sounds almost too good to be 
true, doesn't it? The more we play it the more 
we enjoy it. Buy Or die. 

90% " 



FIRE AMD ICE (Renegade) 

To be honest, we prefer The Addarns Family 
to this on the platform front - it's simply more 
immediate and less complicated. But that 
doesn't stop Andrew Braybrook's latest from 
being an exemplary exam-pie of what modern- 
day platform gaming is really all about, to the 
point of teaching those silly little console 
games a thing or two. It's cute, it's jolly, it's 
huge and it's an awful lot of fun - although 
many readers have written in to complain it's 
too hard. What's wrong with you people? 
92% 




...A new company called Evangel soft has made 
itself known this month. It aims to produce reli- 
giously-enlightening games software, would 
you believe. Among the first titles to appear 
will be a Boulderd ash- inspired arcade games 
called King Solomon's Mines, along with an 
educational product based around the history 
of the holy land. Wonders will never cease... 

Disney's own Amiga interpretation of its almost- 
blockbusting action movie The Rocketeer is due to hit 
the shelves this September, along with an adventure 
based around the equally "amazing" Dick Tracy. 
Proper previews to follow,., 

...Even though it's completely finished, the 
release of Sensible Software's excellent Wizkid 
(92% last month) has been put back until 
August. Ocean says it's simply because its 
release schedule is already bursting at the 
seams, and they simply haven't got a slot for it 
until then... 
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LETTERS 



Yes indeedly-doodly! Welcome one and welcome all to the 
liveliest letters page in the Cosmiverse. After our impassioned 
plea last month for some decent views, our mail bag exploded 
virtually overnight! As a result, we've doubled the amount 
of space in which you get to air your opinions! Thanks to 
everyone who took the time to write in - keep up the good 
work!. If it's a comment or opinion on the Amiga scene, how- 
ever, then we definitely want to hear from you. There are 
bulging software prises for the best letters of the month, so 
there's never been a better time to get scribbling. The address 
is: Letters, The One, Priory Court, 30-32 Farringdon Lane, Lon- 
don EC1R 3 All. Alternatively you can FAX your views to us on 
071 972 6710. 



COVER 5TORY 

Dear The One. 

I am writing to have a moan about 
magazine covers, or more to the 
point the quality at artwork on 
magazine covers. A few years back 
there was an artist called Oliver Frey 
who worked on Crash magazine 
(amongst others), Every one of his 
covers that he drew was a piece of 
art. Take, for example, the cover of 
the issue featuring sport game?. This 
featured a giant robot made up of 
different sports. The more you looked 
at it the more sports you found 
within it. Compare this with the 
artwork on your latest magazines, 
three or four small images gn a white 
background, and I know which I 
prefer. As more and more magazines 
hit the shelves it will be the magazine 
covers that may well persuade people 
which to buy. Do yourself a favour, 
find out what happened to Ollie and 
then get him on your team. 
Wayne Morledge, 
Stanley, 
Derby. 

Oliver, who used to provide the cover 
art and doodles for alt of the late 
Newsfield's titles, now works at 
£ [/repress, where he stilt draws cover 
art, so there's tittle chance of him 
corning to work for us. And frankly, 
the prospect of a big what made up 
of different sports doesn't exactly get 
our excitement-glands tingling. And 
also, don't you think that some of 
that comic-book style is a bit, well, 
"Eighties'? 

However, its interesting to hear 
what people tike then it comes to 
covers. Would you prefer a single 
image? Does that white background 
annoy you? Do those fkturestent inks 
give you a headache? Let us know! 



SOFTWARE PRIZE LETTER 
DISK-USTINGT 
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Dear The One, 

Yes I know it's beginning to labour a bit is this old chestnut. But coverdisks 
(love 'em or hate 'em) seems to have developed into THE major selling point 
as far as Amiga/ST/PC magazines are concerned. We J ve had them for a while 
and 1 it's about time for a fait of rethink, I seem to remember that when 
coverdisks first appeared, magazines carried two prices - with/without 
coverdisk. This seems to have disappeared completely from the front page. 
It's a case of "this is the price, like it or lump it." 

Yes, I know about product placement and catching the customer's eye. 
And yes, I appreciate that a lot of work goes into actually 
compiling/producing it and yes, occasionally what's on it is interesting and 
occasionally I don't go and initialise it and use it for something else after 
loading it once, But - and I'm talking to you now, Mr Reader - remember 
that when you pay for the magazine complete with disk you're paying for 
the advertising on it, Fair enough, eh? Well, you're (indirectly, perhaps) 1 
paying for the advertising within the magaiine, But let's face it - the 
coverdisk is an advertiser's dream come true. Their product penetrates the 
buying market directly - you try it, you buy it, basically. 

Myself, I only buy one magazine a month now - usually The One as it's 
the best for game review presentation. But at £3.50 a shot, I think I'd rather 
go and buy a book instead. Should the price come down to say, £2.50 and 
no coverdisk, I may reconsider. 

After The One's remould I expected great things. I got them inside but 
that bit of falue plastic just won't seem to die. Very few software houses 
seem lo be reluctant to put their stuff forward for the coverdisk, so it must 
be reflecting in the sales of their products. So are they prepared) to subsidise 
the disks so that they appear 'free of charge"? Personally, if all I wanted was 
to pay for adverts I'd buy WHAT HI-FI? 

Mark Brown, 

Nuneaton, 

Warwickshire. 

Some intelligent points very well argued , Mark - certainty good enough to 
earn you a spanking software prize, A tot of what you say is true, It's sad 
that Amiga magazines (both games and serious titles} simply cannot survive 
without cover-mounted disks anymore. It's tike the arms race - when one 
magazine raises the stakes, the others have tittle choke but to follow if they 
want to offer a similarly-attractive package. However, your comparing of 
coverdisks to adverts is a littfe unfair. Contrary to what you say, companies 
take a big risk with demos. Unlike an advert, a demo can't help but give a 
faidy honest indication of what the full game will be like. If a reader 
samples a demo and isn't impressed, he'll then not buy the game that he 
might otherwise have done. The door swings both ways, you know. Oh, and 
we did a few sums and worked out that for software houses to wholly 
subsidise our disks and enable us fo give them away "free', they'd have to 
cover the entire cost - around £40,000 per issue- Hardly a viable 
proposition, is it? 



VAS IS DAS? 

Dear The One, 

While looking through your TOTALLY 
SPON0ITIOUS mag last month I saw 
an article on the new Amiga A600. It 
looks really great but I saw one small 
probiem... Why have Commodore 
tried to change the keyboard? For 
instance the V key and the Z key have 
totally changed places - now the I is 
on the top line and the Y is on the 
bottom! 

Oh, and while I'm at it when my 
sister was playing your mega •brilliant 
PD game Galaxians she got a high- 
score and when she typed her name 
in, she pressed the V button and rt 
came out as a Z. ! mean what is 
happening, is it contagious or is it an 
amazing coincidence? Please please 
please could you print this letter 
because I do not know why they have 
done this, 

Simon Temple, 
Old Wolverton, Milton Keynes. 
Calm down, don 't get in a tizz. No, 
you haven't fallen into an episode of 
Amazing Stories - there is in fact a 
very simply explanation. British and 
German machines have different 
keyboard layouts - the QWERTY 
keyboard is layed out that way 
because it's most convenient for our 
language. The German keyboard's 
Slightly altered because their 
language is different - the 7, for 
example, has been put in a more 
useful place b-ecause they use that 
letter more often than us. The same 
goes for the Galaxians game, which 
was written in Germany and so has 
its keymap coded for a German 
keyboard. Sorry for any 
inconvenience caused 



A MALAYSIAN 

MALADY 

Dear The One, 

Asia, as everybody knows, is 
notorious for piracy, not only on the 
high seas but also piracy of computer 
software. I'm a Malaysian student 
over here for further education. The 
Malaysia/Singapore region is 
experiencing a computer & video 
games boom very much like Britain. 
Games released in the UK usually 
reach Malaysian shores within a week 
or two. There are plenty of computer 
shops around but the thing is, there 
aren't any proper games software 
distributors. What a lot of shops tend 
to do is import a copy or two of an 
original game, put these two on the 
display window but sell pirate copies 
instead. 

At a foreign exchange rate of 
about Mt4."i0 to £1, an average 
Amiga shoot- 'em- up costs in excess 
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IT'S TOUGH AT THE TOP... 




SOFTWARE 2 0$ 



Software 2000s 
The Manager is the 
definitive football 
management simulation 
featuring all the dubs in 
the 1991-1992 top 3 league 
divisions. The objective of the 
game is to take your favourite 
team to the lop of the first division, 
as well as trying your skills in 
European championships. 

• Up to 4 players can take part simultaneously. 

Select your favourite team and choose from a 
I year, 3 year or unlimited game. 

3D animation sequences let you watch high- 
lights of your team in action. 



Manage your money as well as your team: - 
upgrade your stadium to encourage better spectator 
attendance - earn extra revenue by setting up a 
sponsorship deal - wheel and deat an the transfer 

market to improve your team. 




Up to 4 plovers can hike .part - choose your reams 

-from the top 3 current league divisions. 



Si reenshals from Amiga version 




Select your team member; and train 'hern according 
to ihe strength* and weaknesses of the opposition. 







Available on: 
Atari ST, 
Amiga & PC 
(VGA only). 



It's match day! Liverpool hav* jiut stored ogams! 

Coventry in Ihe 59th minutE, 



1993 Software 3OO0, All rights reserved. 
Marketed and distributed under licence from 
Software 3000 by U.S. Gold Limited, 



Upgrade your stadium by installing covered seating, 



BUT IT'S TOUGHER AT THE BOTTOM 



5rre?n shall arc- r>n > ■phendfH to be- -lluirratr^e of T *w go^cplnv ana nt>i iit mmi 

pqpjkkl win: 1 . -na>. eary lumiEkrublv LcIwecii ditfcrc-' (ui-rtaU >-, tftdrttp c-o 
oppwrqnrr? flrirj Dfl SUb|(Tl '0 trW <»«pi>MK \ hPKifrtiTrKHII. 



^f U.S. Gold Ltd., Units 2/3 Holford Way-, 

Hofford, Birmingham 66 7 AX. Tel: 021 62S 3366. 



LESEW Of MRKMOON |iTE Of THI BEHOLDER II) ■ SHADOW SORCERER 

TIL 0119 614 1 30 

HiUifAB I DRAGONS Of FUME I HEROES Of THE UHti 
*£\ im MM Ml *M 

f\ CURSE OF THE «UBE BONOS -POOL OF RADIAMCE 

■ CHAMPIONS OF KRTNNTIL 0191 U2 034 

UUCK ROGf RS ' MttfT 0* THE SILVER BUDf S * ETE Of THE If HOtDf R 

TIL OH 1 441 a 36 



NEED HELP? CALL THE 

GOLD PHONE 

HINTS & TIPS LINE 



QKtATKW STEALTH • AHOTHEJ WORLD • CRUSE FOR A CORPSE 
TIL 0(30 45* 314 

LUCJtSHLM HELPINE * It CHUCKS IfWNGE [MONKFT ISLAND 3| 
> INDIANA JONES • UK MCKRACKEM ■ MANLAC MANSION < /■" 

LOOM •5KRET0fr*0NI(Err$JJu»'MnU0F WTWN L-h 
TlLl0l»t54l]3 / 



w^.wH.imm HINIb & IIP* LIMt INFORMATION IINE' 

E SILVER BUDf S • ETE Of THE Bf HOtDf R H* JaajF 1 • m 

TIL 0*41 441 MO DB JV-OSII 24 

Service provided by U.S. GOLD LTD., UNITS 3/3, HOLFORD WAT, HOLFOHD, BIBMINGHAM B6 7AX. 
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of MS100. 1D0 dollars! An average 
working guy or gal earns £600 - $700 
a month. Need I say more? 

If software publishers are ever so 
keen to Stamp Out piracy, why hasn't 
anybody bothered to set up a proper 
distribution network? In my 
knowledge, oniy Microsoft has 
authorised dealers in this region. I 
realise that counties like Malaysia are 
a small market compared to the UK 
or America, but it's still money being 
lost to piracy. 

Secondly, if software can be 
cheaper in America than in the UK, I'm 
sure some sort of arrangement can be 
worked out for a general reduction in 
prices in the Asian region? 

Name and addren 
withheld by request. 
Hhmm. There's no denying you've 
got a valid point here, but the 
question is - if piracy has such a 
secure foothold out there, would 
even cutting the prices in half make 
much of a difference? Maybe,, maybe 
not but we're unlikely to find out 
without some sort of governing body 
to make waves - and you certainty 
don't fall within ELSPA's jurisdiction. 
We do sympathise with some of the 
ridiculous import prices The One's 
international readers have to tolerate 
but spare a thought for our 
Australian chums in particular, who 
live in an almost permanent time- 
tunnel. Games can take three or four 
MONTHS to materialise down-under! 
8y the way, we remember reading 
somewhere a couple of years ago 
that video arcades were banned in 
Malaysia by order of the government- 
Is this true? 

A QUESTION OF 
CONTROL 

Dear Jim, 

On some of the recent games, such 
as Titus the Fox, Harlequin, Fire & Ice, 
etc there's a different feci to the 
control method co map red to last 
year's games such as RoboCop 2, 
Rainbow Islands and not forgetting 
James Pond 1 fi 2. The games 
nowadays are not just faster, but take 
Harletjuin for instance - it feels as if 
you're controlling an astronaut, The 
same goes for Fire and Ice. Am I 
getting old or what? I just can't get 
used to this new genre of games. 

Sorry to say this, but I am a 90% 
reader of CU Amiga magazine and a 
1 0% reader of The One, but all that is 
hopefully going to change. The 
reasons are because I think your 
percentage grade on games are quite 
accurate and, second, because you're 
cheaper. And f II tell you the three 
main things which would make you 
the best Amiga mag around. First, 
you should include some 



expensive package of some sort, e.g. 
CU Amiga's GB-Route worth f40 and ' 
Sculpt 4D Jr worth £1 20, And 
secondly your covers keep failing 
apart, just like CVG's. Why don't you 
press them together like CU's? And 
lastly, more pages of info. I know 
you've just started on the Amiga on 
The One, so make a good start. 

Kevin Grealey, 
Wast Creydow, 
Surrty, 
I believe the trendy new 
phenomenon you seem to be having 
so much trouble with of late is called 
inertia. Yes, us crusty old goats here 
at The One also remember the old 
days when characters stopped when 
you told them to and didn't go 
sliding about all over the place. It's a 
constant source of debate around 
The One office - some argue H adds 
to the challenge, others say it's just a 
bloody nuisance. Whatever we think, 
it's here to stay - at least for a white - 
so you'll just have to either lump it or 
Spend the rest of your days playing 
last year's games. Thanks for the 
publishing tips, by the way. 
Unfortunately giving away an 
expensive package is a bit of a non- 
starter. ELSPA guidelines forbid all 
magazines from putting complete 
'old' games on our disks - it puts 
people off buying the real thing, 
apparently - and we'd took a bit silly 
if we bundled 3DFractalScape V7.01 
on the front of a games-only mag, 
wouldn't we? If it's techy stuff you 



want, buy the techy mags, simple as 
that. Unfortunately, there's tittle we 
can do about the staples situation - 
perfect-binding (like CU's) would 
indeed solve the problem of covers 
fatting apart but then you wouldn't 
be able to pull out the Kill Zone 
supplement would you? 



YOU DON'T WANT 
TO DO IT LIKE 
THAT 

Dear The One, 

First of all, thanks for a generally 

excellent mag. It's definitely my 
favourite. But - and there always is a 
but with these things, dont you find? 
- 1 really have to take you to task about 
your reviews. What are you guys on? 
On the one hand we have you laying 
down clear and concise (and rather 
helpful) guidelines at the start of the 
review section, explaining what the 
peripntriges m»an. "hen. ynu e-c up 
running roughshod all over your prin- 
cipals in the reviews themselves. Let's 
have a look at the June issue for some 
examples, shall we? Jim Power - 83% 
Are you crazy? It's only a bloody shoot- 
'em-up! According to your guidelines, 
this score means the game is 'Extreme- 
ly good. Top notch impressiveness", 
Quite good, maybe. But extremely 
good, no And yet you then give Hos- 
tile Breed, a game which got a bit of a 



Big Jobs 2 



slagging review 75% And this from the 
Editor! 75% means Pretty Smart, but 
the graphics are terrible! What's hap- 
pening? And you give The Addams 
Family 90%. and Floor 1 3 only 66% The 
Addams Family looks just a copy of 
Sonic to me, but Floor 13 is a com- 
pletely new game concept! ! ! 
I hope you print this letter and try to 
answer my questions. And dont write 
anything funny about my name please. 
Sieve Mazda 
Luton 

Heavens J A. veritable barrage of 
queries. There are a couple of points 
worth remembering about reviews. I) 
Every game is reviewed on its own 
merits. The Addams Family is an 
arcade adventure, and a darned good 
one at that. Floor 1 J is not an arcade 
adventure, so any direct comparisons, 
save for the fact that the games are 
both very good, are a bit redundant. 

Also, if you notice. Hostile 
Breed's graphics were marked pretty 
low, and they dragged the Overall 
score down by an appropriate 
amount. 

There will always be differences 
of opinion when it comes to reviews. 
We cant hope that everyone will 
agree with everything we say alt the 
time. However, we reckon that you'll 
find our reviews system more in tune 
with your views more frequently than 
those of any other mag. 



Many of you will no doubt recall the last installment of 8ig Jobs where we invited your 
applications to become a staff writer for The One. Thanks to everyone who applied. We'll 
be in contact soon. This time round, we're looking for two new contributors, So read the 
details below, and if you think that you fit the brief, mail us an application at the address 
shown. We're waiting to hear from you! 

Big Job 1 - Freelance Graphic Artist 

We need top graphic artists to create the images for our covers. So, if you think you can 
produce orjginaf Amiga graphics to the standard of those which regularly grace our front 
page, to a deadline, you may well be the person for us. 

Big Job 2 - Freelance Photographer 

We need a photographer who will be available at a moment's notice, doesn't mind 

travelling all over the country to accompany us as we chase down exclusives and interview 
top industry figures and can come up with new ideas for every shoot 




Please mark your samples/CVs/letter etc for the appropriate position and send them to: 

The One * 

Priory Court 

30-32 Farringdon Lane 

London 

EC1R3AU 
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EYE OP \THE BEHOLDER AMAZED YOl 
lVOW?F>REL>ARE YOURSELF FOR: 




THE 



Beholder II 



Advanced 
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Bigger. . .Better. . .Meaner Than Ever/ 






Yes! The exciting sequel to Eye of the 
Behotdei islfiere! 
Like its awesome predecessor, EVE Of 
7TJE ftZtiOLDlK II; Tiif Ux,i >/> or D.wnnooh is a 
graph ical ly basejl-ADflfl) computer fantasy role- 
playing siiflLi -*with stunning pictures, realistic 

animation and 3-D "you-are-there ' point 
of vie*, fcTE N gives you all this... 
and more — much mo; v.' 

iGERJ A bigger adventure 
ludes lorest, temple, catacomb 

luge towers. The bigg* i 
5 you more people to mc 
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Brave the haunting forest 
on the way to the dread ^p 
Temple Darhmoon. /" 
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3D Vicu! 
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I ci ics to unravel' BETTER! [.letter graphics and improved "poiiii- 
Snd-c lick" interface make playing even easier. MtAftER! Lots ol 
new, smaller, meaner monsters^ 

Transfer your characters and items from Eye at She 
Beholder, or create your own experienced group 
v ol characters. Cither nay, you're in For more ol 
(Ik- best fantasy role-playing experience.' 



All of these enhancements 

comhine to give a gaming 

experience offering 4(h 1 (Hi 

HOURS of real-time 

gameplay depending 

on your level of skill 

& ability. 
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Releasing: 

PC (EGA,VGA) Nov/Dec 
Amiga (1 MEG) Jan/ Feb '92 

CLUEBOOK AVAILABLE! 














STRATEGIC SIMULATIONS, INC. 
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GRAHAM TAYLOR SOCCER CHALLENGE - MAIN FEATURES 

1/ Two sepofofe secrions foHow The moixiq^f's full coreer Tote chorge of o league Out and wo* your way to the rop, then try ro guide rhe fnglond 

team to success in the European Championships. 

2 ; Geared wuh tssisiahce from Graham Taylor ond rhe Foorball Aisooaron 

3! Includes ewer 200 reams, all wirh featervc snip oefcurs. skiH levels ground names and squads win real names and doia. Ployef daro includes date or 

birth, height ond over 10 sMI factors thor cornbira io moke every player rruly unique. 

4, 1 ' Competitions mdude the English League, over five divisions ( indudirg rhe new Premier Division ond Q* Conference ), FA Cup. League Cup, IDi 

Tiophy. Autoglass Tiophy ond European Championships ( qualifiers and finals }. 

5/ Other features include: ■ 

AS LEA6UE WAHAGEH Over 3QQQ widividuol pJoyers. Fully onimored graphic march sequence. Warch your own matches or any other, fteotisrit 
transfer marher. Orher reams buy sell, loan and r>ee-iranster ptayers. Diary section. Plan rhe week ahead and choose naming doles or arrange 
friendly marches (during close season). Full rrainee and reserve squad for every ream. Nurture your talents and bring players rhrough io the senior 
squad. Injuries, suspensions ond medico! records. View fixrures. tup draws, rop store tables, League rabies, and many more statistic pages. Choose 
training programme *or ream or individual plovers. Scour reports. Daily news poges keep you abreast of oil developments to your own and orher 
teams.. Bayers will oge, may deterrarare in skill and eventually retire. Realistic aowd figures dependonr on league posirion, oduol game capacities 
ond reom proximity. Manager may be fired, or you moy resign <os orvy time to roke over another ream. 

AS HAT IQHAL TEAM MAHAQift, Negcnoie wirh Leogi»e Managers for rhe release of players tor The Nariona! squad. Attend League gomes ro assess 
potential of players for National squad Arrange ftiendty International games. Roy European Championship qualifying gomes. Ploy in rhe European 
Championship linck in Sweden. Fully oninored in gome sequences. All European Norionol reams included. All National team players. Update 
Manager's diary. Account for injured ond suspended players. Players status, appearance ond goals scored Ptayei repaii. 

© Krisolis Software Ltd., Teque House, Masons Yard, Downs Row, Moorgate. ftotherhartn. T#l 0709 372290 
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FEATURE 



Please calm down. Can we get 
arte thing straight right from 
the start? Contrary to popular 
belief, a CO-ROM drive wfll NOT turn 
your Amiga into some sort of all- 
singing, all-dancing miracle machine 
that'll let you fight alongside Indiana 
Jones in your own personalised ver- 
sion of Raiders of the Lost Ark or 
take you back in time to play a duet 
with Ludwig van Beethoven or carry 
you on a magical trip to the Moon 
'with the Apollo IX crew. 

For too long the press - and we've 
been just as guilty as the rest - have 
helped perpetuate the myth that CD- 
ROM herald j the dawning of an era 
of 'interactive movies 1 (again), mas- 
sive encyclopaedias of information 
accessible at the touch of a button, 
world wide peace and the end to 
mass starvation. Or something. 

So, rampant cynicism aside for a 
moment, just what can CD-ROM do? 
Well, put simply, CD-ROM (Compact 
Disc Read-Only Memory) is just 
another means of storing informa- 
tion, in essence no different to a 
floppy disk, However, instead of the 
data residing on a fragile piece of 
blue plastic, it's on the sexy sliver of 
silver known as a CD. The informa- 
tion is read off the CD by means of a 
low- power laser in the CD-ROM 
drive, in a manner identical to a CD 
music player, In fact, hooked up to 
an amplifier and speaker a CD-ROM 
drive can perform as a better-than- 
decent CD player. Unfortunately, 
since the data is stored dnd M?rtlt>d 
behind the disc's laminated coating, 
there's no way that the user can add 
or delete data. 

So far so what? It's a jumped-up 
floppy, right? Wrong, The big thing 
about CD-ROM {and it IS a big one) 
is the amount of information that a 
single CD can store. Ten floppies 
worth? One hundred floppies 
worth? Nowhere near, mate - a CD 
can store data equivalent to around 
700 hundred floppy disks! That's 
roughly 600Mb of storage space! 
You could fill a CD with over TEN 
HOURS worth of 32-colour Amiga 
animations! 

But there are problems. For the 
laser to move from one block of data 
to another elsewhere on the disk can 
take quite a time, sometimes of the 
order of seconds. Say the drive is 
looking for some sound data to go 
with a big explosion graphic it's just 
pulled in, There can be a noticeable 
lag between the explosion appearing 
and it being heard. 

Then there's the slow data trans- 
fer rate, A CD-ROM drive can only 
read about 1 2 OK per second. Now, 
given that a 32-colour Amiga screen 
takes up 40K, it doesn't take a 
degree in advanced mathematics to 
work out that the chances of pulling 
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The Machine 
Behind the Myth 

After years of hype, it looks as though Amiga owners are - 
at last! - going to be able to dip their metaphorical toes 
into the bizarre world of AAultimedia and Hypergames with 
the imminent release of the A570 CD-ROM drive. But is 
Commodore's state-of-the-art peripheral a Complete Dis- 
aster or a Computer-owner's Delight? We got hold of the 
thing and found out... 
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FEATURE 




in the 25 screens per second you 
need for a convincing animation are 
smaller than an atom's arse. As a 
compromise, you'll notice that if CD- 
based program does feature any ani- 
mations then they tend to be 
restricted to a small area of the 
screen. 

That said, various companies are 
working on hardware to decompact 
data in real time so that full- screen 
animation will eventually be possi- 
ble and, if you're prepared to put in 
the programming hours, you can 
squeeze a decent animation out of a 
CD - take a look at Psycjnosis's Plan- 
et side demo on Commodore's ill- 
fated CDTV - but for the time being 
the dream of playing a interactive 
movie, at least on a full TV screen, 
look like remaining that - a dream. 

Having explained both the poten- 
tial and the limitations of current 
state-of-the-art CD-ROM technology, 
let's take a look at Commodore's 
A570 

COMMODORE'S TECHNO HABY 
Commodore's A570 CD-ROM drive is 
a surprisingly hefty slab of beige 
plastic (though not, sadly, the same 
beige at the A5Q0) measuring rough- 
ly 24cm x Iflcm x 6cm big. The front 
of the unit is dominated by the gap- 
ing CD slot with a sturdy eject but- 
ton near by. Below this slot and to 
the right are two Power and Drive 
LEDs. To the left of them is a head- 
phone jack socket with a volume 
dial, so that you can listen to a CD 
without disturbing the neighbours, 
At the rear of the unit are stereo 
Audio In and Audio Out phono sock- 
ets and a familiar-looking square 
power socket. Yes, that's right - 
you're now going to have to 



contend with not one but two ugly 
great power supply slabs f There's a 
mysterious metal plate which 
appears to be concealing some sort 
of port, presumably intended for 
future expansion possibilities. 

The drive connects to the Amiga 
via the expansion port on the left- 
hand side of the computer. The 
review machine? feature no through- 
port so once you've hooked up the 
A570 then that's it, no more expan- 
sion. However, bowing to public 
opinion and sheer common sense. 
Commodore have announced that 
the retail machines WILL have a 
through-port, avoiding the hassle of 
having to remove your other periph- 
erals every time you want to use the 
CD drivel 

Some words of warning. The AS 70 
requires 1Mb of Chip RAM to func- 
tion, If you've got an A500+ then no 
problem, because these come with 
the Chip RAM as standard. People 
With ASOOs running Workbench 1.3 
will need to modify their Amigas 
slightly. Amigas with Workbench 1.2 
or less are totally incompatible and 
will require a complete chip 
upgrade. Sorry. And if you've got an 
AG00, forget it because your 
machine doesn't even have an 
expansion slot (though don't be sur- 
prised to see an 'A670' in the near 
future). 

POWER EXTREME! 
Powering up the Amiga with the 
A570 connected is a little startling - 
your Amiga's been possessed I 
Instead of the normal disk prompt, 
you're presented with a static CDTV 
logo- Although the A570 takes con- 
trol of the operating system, if you 
want to use ordinary floppies then 
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Here ire a few examples of the 
software you can run on the 
H7f_ 




THVUL PUttUTT 

A ma twi awnpH H wtttf. the pwmr uf CO 
ran is, days me Die classic twardgame, 
km urtth 2,000 brand mm question! baud 
ftrwnd fflgitlitd afctuni ml CD quiHty 
mm* stand m 2 m Cat. aim pertnt 
art actualy union by vbtIib Milirlul l|- 
l m tH cat story, ta science 
eattod by Atan Eta 
AH, Irt Mt UarabPi pen** »| Mbn 
Shatotpun, ale. Great nm 



The mmm Amiga snoot -am-iv btnti Attn 
CD. Ih* une has UMtlcM grapMci am 
gameptiti but now bcajit ■ cMfct ol 12 
muucil CD iDundirichs tran arltiti Ma 
Bomb Tit ■*«*, Batty Bw Md Baby Fard, 
In adam* mtt'% i 'dtti Wg m aich 
anw,cnn*^MnftdWiMdDtotumaflo 



MPUivmJ) 

In IniBMcthie aducatiwial ixHeratleii «T 
Japanes* ontun and nctoty, paduil mffii 
digtttttd Bfcdas, iinalfl CO sound ind 

•rionntka. n if* fei Japan* ITi on tin dtel 



i 


■ r - 


t 







PUHTtflE 

Rnt dtmad at CSTV, Wt antt Hkutkm 
Irom Ptypii iJ i tftowi jutt wnit CD-RDM 
c« M madt ti do. B«i b there a gam h 
narfT Mcrficofni, cwnkn smb. Ml tat... 






just insert one in the internal drive 
and the Amiga will revert to normal 
operation. 

The CD goes into a plastic tray or 
'caddy' which is then inserted into 
the slot on the front of the machine. 
It's somewhat less elegant than the 
slide in/slide out mechanism found 




on traditional CD units but unavoid- 
able - the CD must be held firmly to 
avoid data loss. Although trie human 
ear won't notice a few bytes of data 
missing on a music CD, the comput- 
er will. Having inserted the caddy the 
drive whirs and the CD boots auto- 
matically. After that the CD's oper- 
ation is smooth and silent - no disk- 
swapping or hard -drive chuntering 
at all. It's all very pleasant. 

THE SECRET OF ITS SUCCESS 
Like any new computer or peripher- 
al, the success of the AS 70 depends 
on the support it gets from the soft- 
ware companies. The more exciting 
the games available for the A570, 
the more people will be happy to 
part with the cash for it. But, in yet 
another classic software example of 
the 'Chicken and the Egg' syndrome 
(the hrstory of the computer market 
is littered with 'em), the A570 is 
unlikely to get much support until 
it's in sufficient homes to warrant 
the expense of developing on CD, 

And it is expensive, It's not easy 
finding stuff to adequately fill 
600Mb. its likely that the Amiga CD- 
ROM market will parallel what's hap- 
pening in the IBM PC's, with compa- 
nies testing the water by releasing 
old games with enhanced CD sound- 
tracks or in multi-game bundles with 
the occasional 'CD showcase' soft- 
ware appearing from time to time to 
keep the buzz going and show off 
what the medium is capable off. Bio, 
disk-heavy games like Monkey Island 
1 or Willy Beamish are obvious can- 
didates for immediate porting onto 
CD. It's a shame that the CDTV never 
really took off, as it would've pro- 
vided a ready-made pool of software 
for new buyers of the A570 to tap 
into, 

The growth of the PC CD-ROM 
market is good for all CD-ROM own- 
ers, regardless of platform. Given the 
expense of collating material for CD, 
it's likely that developers will keep 
this bulk of the data platform 'non- 
specific' SO that it can be ported 
across to as many CD-ROM formats 
as possible - including, hopefully, the 
A570s. 

Personally I hope the AS 70 does 
well. It's a good-looking machine 
and it deserving of success. At an 
anticipated RRP of £299. the price is 
right too. But at the end of the day 
its fate lies In your - and the soffcos' 
- hands. 
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One of the many benefits of 
programming games for a 
living is that it isn't what 
you'd describe as a "regular job". 
Unlike working in a factory or some- 
thing, it's rare that you'll ever do the 
Same sort thing two days running. 
And the chances of having to do the 
same sort of game twice on the spin 
are fantastically slim. At least, that's 
what Shaun Southern probably used 
to think. Now, however, as the chief 
coder and mouthpiece for Magnetic 
Fields, nears the end of his work on 
Gremlin's third sprite-driven race 
game based on cars from the Lotus 
stable, a definite air of relief is in his 
voice. 

"I know I've said this before, but 
this definitely is the last one!" 

With such determination to make 
Lotus 3 their final foray into the race 






THE FINAL CHALLENGE 




genre, at least for some time, it's 
looking like a fine way to sign off 

"We've only just seen the finished 
version of Jaguar," says Shaun of 
Core's undeniably excellent racer 
when asked about its potential to 
steal Lotus' thunder. "We saw a 
demo about a month ago - and it 
does look good. To my mind, it was 
only going to be a matter of time 
before someone produced a game 
to rival Lotus." 

There seems to be a definite air of 
confidence in Shaun's voice. Didn't 
it bother him when Jag ua r ca me out 
with a very similar features list to 
that being promised for Lotus 3? 

"We can't complain about being 
very similar - it only goes to show 
that we did things right the first 
time round. The original brief for 
Lotus was to make a game like/as 
good as/ better than Pitstop 2 on the 
C64. 

"Apart from the tactical side of 
Jaguar, which we would have never 
considered including and the track 
editor, which we'll talk about later, 

there's nothing in the game that 
we haven't done before. The 



"How much more can be done with a sprite-driven race game? 1 
wonders Jim Douglas. Not much after this, reckon the boys at 
Magnetic Fields. 



whole package, though, is impres- 
sive. And it added to our determina- 
tion to make The Final Challenge the 
last word in racing games." 

Lotus 2 received criticism for 
allowing the player to take bends 
without slowing down much and for 



allowing them back on the track too 
easily after a crash when the first 
game was generally felt to have it 
pretty much right, Apparently, these 
points were noted at the time, but 
according to Shaun, were viewed as 
virtually inevitable. 




"You're talking about two differ- 
ent games there. We got a little crit- 
icism for changing the style of the 
game from circuits with pitstops to 
stages, but I suspect we would have 
received a lot more if we had just 
kept everything the same but with 
new courses and graphics. Lotus 1 
needed to be harsh on the crashes 
because that gave the computer cars 
a chance to overtake you and then 
put you in danger of not qualifying. 

"Lotus 2 needed to be more 
lenient, so that a crash wouldn't 
affect your time too much. That way 
you could be pushed more and more 
with the time limit, crossing the 
checkpoints with just a few seconds 
to spare." 

"1" received criticism for not offering 
trie same degree of challenge in tWO- 
p layer mode as the first game. The 
third outing promises to offer equal 
thrills for sola & dual play. 
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ing to avoid the obvious "Skalextric" approach to course 
fen, Stiaun and the (ellss at Magnetic Fields have created a 
iiy crazy and yet easy tp use course designer, offering the 
i* a surprising amount of control over the way the Final 

■ rse drives, without actuary having to bend and shape each 

ROT. 

It worts via a series of siding bars, each affecting a par 
liar feature ol the course. The difficulty has nothing to do 
Ji the actual shape of the course, but affects how fast (he 
prteriseti drivers are and the time iidt arthved to complete 
a stage or lap. Some of the best courses are not particularly 
hilly or bendy, but have such tight time limits that the players 
are forced to drive en the limit all the time, 

The Curves bar rating simply governs the number ol bends, 
Sharpness dictates how, urn, sharp they are. 
Its will can really cripple drivers who are slow in the 
preach. Sticking lots of Wis on a bendy course will slow the 
e, since the chance of bashing into a signpost on a tight cor 

■ will increase the likelihood of losing the momentum need 
to ojricftfy scale the Nil. The steepness speaks for itself some 



Scenery bar and its accompanying Scatter rating deter- 
how many roadside extras will be present (trees, bushes 
ordered their appearance la. 

Obstacles in the road such as rocks, cones etc will allow you to put the 
mockers on lead-footed driving, or alow your players to no as fast as you 
want. 

And length. Well... 

Course designing is as much of a skill as playing the game. In the same 
way that it's always tempting to just see haw fast you can go Hi a race game 
before calming down and theo getting 
the most from it, it's tempting to 
hi mails of really steep bends and 
and curves and rati and obstacles, 
to realise that such courses an tai 
|y un-dHveaUe. The trick is to use e 
feature in moderation. 

But the real beauty of the 
that every single course can 
summed up into a a digit, 2 m 
password, entirely negating the need 
lor any disk access. 



This time, the team opted to give 
the player as much variety as possi- 
ble. There's a mixture of Champi- 
onship style courses similar to those 
in Lotus 1, where the players have to 
achieve a position of tenth or better 
to continue onto other courses, Also, 
an arcade style option pits players 
against time limits. Then, there is the 
Circuit option, which works like a 
knockout around a single track, with 
the other drivers becoming increas- 
ingly swift. Finally, there are the 
straight runs, a la Lotus 2, where the 
end of a long track must be com- 
pleted as quickly as possible, 

"But there will also be previously 
un- put-together mixtures," claims 
S ha un, "like a Championship course 
with pit stops - not on a circuit but 
on a long run. Or a time limit course 
on a circuit with extra time awarded 
for the completion of each lap, a bit 
like Pole Position. In short, we've 
tried to offer the player the best of 
both worlds, and morel" 

So, it's clear that all manner of 
stirring and shaking Has gone on-, 
but have the basic elements changed 
at all, or are we simply talking Lotus 

2 Plus? 

"Basically, for the mathematical," 
Shaun endeavours to explain, "Lotus 

3 = Lotus 1 + Lotus 2 + 4 New sce- 
narios + 1 new car -I- unique track 
designer + loads of new graphics, 
music and sound effects -I- £4 inbuilt 
courses on 6 levels." 

A new car? Yes indeed, the new 
Lotus MX200 Concept Car takes a 
bow in four special stages through- 
out the game, allowing players to go 
for a spin in one of the slickest cars 
ever designed in Britain, First there's 
the Wind Level ("Honest, we thought 
of this before we found out that 
Jaguar had one," protests Shaun) 
where the driver must deaJ with 
unpleasant crosswinds, a danger fur- 





Phew! Scaling eh? The amount of 
roadside objects actually seen during 
play can be altered on the options 
screen. Players seeking the maximum 
tpppd can da away with nice trees 

scenery for a faster frame-rate. 

ther compounded by loose objects 
blowing across the track and into his 
path. 

The roadworks level, claims Shaun 
has all the hazards one would nor- 
mally associate with in average jour- 
ney along the hell of motoring that 
is M56. Cones, hazards, barriers and 
potholes all await the unsuspecting 
driver here. 

The Future "Stage promises to be 
contain weird and wonderful effects, 
but no further information is forth- 
coming "You'll just hWM to wait and 
see." 

The Mud Rally level offers the 
most potential for crashing fun. It's 
programmed to be fantastically slip- 
pery, with "Lots of Swedish drivers 
smashing up their cars just because 
the camera's watching," 

So will there be any opportunities 
for the players to truly ruin their 
shiny new cars in this outing? Unfor- 
tunately not. "No, sorry. The same 
rules about not being able to smash 
up Lotuses apply here, The only 
smashed Elan you'll be seeing is if 
they let me in another one!" 

Unlike the upstart Jaguar's policy 
of allowing the player to face off his 
XJ220 with other hot roadsters like 
Porsches and Ferraris, the Lotus 
games have remained consistently 
aloof, placing the player in a world 
where the roads are entirely popu- 
lated by other Esprit and Elan 
drivers. Rather than just laziness on 
the graphic design front, Shaun 
maintains that this actually allows 
for more realistic race* 

"in any one race, you'll only race 
against the same type of car, 
otherwise the Esprit would 
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ie course designer is unlike any 
ontained in a race game to date, 
rtd promises to be a lot mora 
un to use as a result. 

(Below) 

ode JIMDOUGLAS yields a 
' arcade motorway track for 
rs to enjoy. 
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leave the Elan standing, but the 
computer cars all have different skill 
levels and speed levels. The com- 
puter cars avoid all the obstacles and 
players too, and will even cut In 
front Of you and try to make you 
crash. Artificial intelligence is always 
a bit of a touchy subject but let's 
say that the cars have been designed 
to drive well." 

A difficult aspect of the project 
was deciding how the track editor 
should work. "We toyed with lots of 
different ideas/' says Shaun, "but 
we settled for an approach that 
hadn't been used before, and we're 
really pleased with it. First we were 
going to have a super-duper. over 
the top, totally user friendly, let you 
do what you want editor with all 
icon driven insert/delete/add tun- 
nel/put down a river/move a tree left 
etc. Everything. But then we realised 
how long it would take to a) write 
and b) use How many people would 
really be bothered to use the editor? 
Especially when the course can't 
cross over, and has to meet up - all 
these things wouid be fiddly for the 
non-programmer." 

A method similar to the one 
employed in Jaguar was also con- 
sidered. "We decided to make a lot 
of things automatic; and have the 
course designed by someone 'driv- 
ing along the track' with a joystick 
and 'turning' the road left, right, up 
and down. But again we encoun- 
tered problems with the tracks 
meeting up, saving to disk. The 
problems this would present for the 
casual user just made it unwork- 
able." 

"Finally, we settled on the sliders 
idea. A set describing the aspects of 
the course from to 100% come up 
on the screen." (See Making Tracks) 
Along with the icon toggling 
between circuit or stage, and a sce- 
nario selector, these statistics are 
used to "fractally" create up to five 
trillion courses," says Shaun. 

"And the best part is r you don't 
even have to save your course to 
disk. Each course is described by a 
9 letter, 2 digit password, These 

can be typed in to recreate your 




Off tho road again, Similarly to Lotus 
2, this game doesn't penalise the 
player too heavily for straying from 
th* count, but make* his Ufa 
tougher with tighter time limits. 

course. Whatever code you type in, 
a course will exist for it. There will 
be a course that can he generated 
for your name, or your home town. 
HELLOFRED- 21 or ANDYUPTON -15 
etc. 

"This completely removes any 
need for disk swapping, since it only 
takes about 3 seconds to create a 
course with a password, and a pass- 
worded course can even be played 
on Linked machines." 

Impressive stuff indeed. Now, 
however, the entries in the Big Book 
of Games marked Driving Games - 
Scrolls, M. must surely be at an end. 
"I've definitely had enough," says 
Shaun, "We've fitted everything we 
can into this one. People will always 
write new car games, but the Amiga 
and ST are pretty well pushed to 
their limit now, I think. We'll have to 
see..." 





PROJECT: Lotus 3 - The Final Challenge 
PUBLISHER: Gremlin 
DEVELOPERS: Magnetic Fields 
INITIATED: Late 1991 
RELEASE DATE: August 1992 
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orh<? garner >,^ll computers. Some games 
are so Incredible that the bedazzled. 
glassy-eyed punier will happily stump up 
the cash on the spot simply for the privi- 
lege of having the hardware to run that same 
piece of awe-inspiring software in his own home. 
After all, what better way could there be of per- 
suading an indecisive customer to part with the 
readies than by showing them What their ftfcW 
gadget can really do? Take Psygnosis's Shadow of 
the Beast, for example. It arguably helped shift 
more Amigas than Commodore's aggressive TV or 
newspaper advertising combined. 

The last couple of years has seen a similar phe- 
nomenon occur in the traditionally staid PC mar- 
ket. It was an epic 3D space war simulation, the 
last sort of game expected from a company for- 
merly famous for its hack n' slash RPGs, The game 
was Wing Commander. The company was Origin. 



If you'te unfamiliar with Wing Commander 
(unlikely) then - to fill you in briefly - it's an epic 
space extravaganza which casts the player as one 
of Earths heroic starpilots battling the savage 
feline Kilrathi. The player takes part in a series of 
missions linked by superbly-animated 'plot 
sequences' detailing everyday life aboard the play- 
er's base ship- Each action-packed mission takes 
place in a realistic 3D environment where the 
spaceships are depicted using detailed ray-traced 
models and a sweeping musical score alters 
tempo and pitch according to the on-screen 
action. While loathe to resort to such an oft -used 
cliche, it IS like playing a movie. (For more info 
on the original PC game, refer to the J AII About 
Wing Commander' box). 

But there was a price to pay for all this excel- 
lence. Shifting complex ray-traced bitmapped 
images about the screen AND rotating and seal- 




wing Commander converter H*ty Pel ling 

incj them in real time takes a lot out of a com- 
puter, Unless you were fortunate enough Or rich 
enough to own an above-par PC fitted with a sub- 
stantial wedge of on-board memory PLUS a hard 
drive PLUS a soundboard PLUS Lord knows what 
else, the chances of getting the game to work at 
anything approaching its best were minimal, 

CONVERSION DIVERSION 

Naturally, then, when Mindscape announced that 
they were planning to convert the game onto the 
Amiga you could hear the PC fans laughing from 
here to Neptune. But it looks like the last laugh 
could well be on them/if these first EXCLUSIVE 
pictures from the Amiga conversion are anything 
to go by. 

It's mainly the work of veteran coder Nick 
Pelling, with additional contributions from Justin 
<3arvanovic. Nick's been around for quite a while, 
first hitting the computer games scene under the 
mysterious pseudonym Orlando' with the leg- 
endary Frak!, a classic platform romp on the BBC 
computer which starred a yoyo-wielding caveman 
(I kid you not) whose dying cry formed the game's 
title. More recently, his work has been limited, 
particularly on. Amiga, though Audiogenic's Loop? 
and Firebird's 30 Pool may be familiar to some 
of you. 

Not that Nick's been idle, though. "I haven't 
really done that much work on 16-bit," admits 
Nick, "but I have been doing a lot of ejtperi-y^"' 
menting. I've spent a lot of time exploring I 
rotating 3D cubes and texture mapping and [ 27 
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all about wing commander,.. 

WING COMMANDER: THE HISTORY 

Wing Commander is the brainchild nl Chris Roberts, a 21-ycar-DlrJ programmer who, although born in America, 
spent most ol his formative years in Manchester Around 1 983 he had his first game published - Wiiadore, a runny- 
jumpy arcade adventure - on the BBC computer. This was followed by Stryker's Run r another arcade adventure 
for ihe BBC- 
Chris's first game for Origin was Times ol Lore r M RPG M the Commodore 64, followed soon after by Had Blood, 
an IBM PC RPG set in a post-apocalyptic wasteland While putting the finishing touches en Bad Blood, Chris had 
ihe lirst ideas lor a space battle game called, provisionally. Squadron. 

Partially influenced by LucasFilm's Battlehawhs 1942. Chris decided he wanted to render the 3D sequences 
using hit -mapped images instead of traditional polygons, The project underwent a name change to Wing Lead- 
er. With the aid of various Origin in-hon$e staff. Chris added more and mare ideas - the dynamic musical score, 
the character interaction, the plotting - until, after one more an-d final name change, he had the game we now 
know and rove, In Ihe Autumn of 1990 Wing Commander was launched upon an unsuspecting world, The rest 
as they say, is history. 

WING COMMANDER: THE STORY 

Far into the future, mankind is fighting for its very survival. The Terran Confederation has finally encountered its 

lirst alien species - and they aren't Iriendly. The Kilrathi, a species of fionesque humanoids, have not taken 

kindly to the strange hairless beings who stand in the path of their ever- ex pan ding Empire and bloody conflict 

ensues. 

The Terran Empire's main means of defence are its huge Strike Carriers, each capable of carrying several 
squadrons of fighter- and escort-class craft and supporting the men and women who pilot them for months an 
end. Aboard the Strike Carrier Tiger's Claw is one pilot whs, although he doesn't know it yet, could mean the 
difference between mankind's survival or its extinction... 

WING COMMANDER: THE GAME 

To call Wing Commander a 30 space war game is a bit like describing a Rembrandt masterpiece as a good paint- 
ill. After Wing Commander spaceflighl simulations are never going to be the same again. Gene are the bland 
polygon constructions typical of the genre. In their place are realistic ray-traced models, their surfaces festtoned 
with authentic-looking markings and details. 

In a steal from the movies, the musical accompaniment to the action chaps and changes according to the play- 
er performance At major dramatic moments (i.e. the destruction of an enemy cruiser or the death of the play- 
er's wingman) the viewpoint switches to an out-ol-cockpit shot ol the event at its most eliciting. 

Between missions, new plot developments are presented using beautifully-animated graphics. The player can 
do things aboard his mothership such as visit the pilots bar and catch upon gossip or hone his dogfighting skills 
with the bar's video game. Animated briefings from the squads leader explain the neict mission's objectives in 
full, followed by a question and answers session from the player and his computer-controlled buddies, 
Effectively, the player is the star in his awn movie I 

WING COMMANDER: THE TECH SPECS 

To appreciate ihe complexity of converting Wing Commander onto tie Amiga, you've got 

to know some of technical specifications of the PC version, So get a stiff drink and sit 

yourself dawn, because here goes with what Origin say you have to have to get the game 

1o run 'efficiently' (as they call ill: 

CJ> If. SPEED: 16MHz 38G PC or faster. 

ONBOARD MEMORY: 2Mb 

NUMBER OF DISK: 5 « 72fjK 3.5" floppies (hard drive recommended). 

HARD DRIVE OSAGE: At least 6Mb. 




things like that." In fact, regular readers may 
remember seeing some of Nick'* experimental 
work over two and a half years ago in Issue 1 5 of 
The One. That issue also included the first shots, of 
Frakl 3D, a radical overhauling and updating of 
the Frak! legend for the 16-bit computers. 

But more of that later. First, how did Nick get 
involved with the Wing Commander project? 
"Well," explains Nick, "I had a meeting with Mind- 
$cape last September at a computer trade show 
and talked to Phil Harrison [Mind scape's develop- 
ment boss] about a couple of things. Wing Com- 
mander came up and I basically said that I'd seen 
it and that I thought it was do-able on an Amiga 
but that I'd like to see the heart of the program 
before committing myself to it. 

"Mindscape were very good and they got all the 
source code over [from Origin in America] and, as 
normal in this kind of project, Origin's program- 
mers had done some very clever things and they'd 
done some stupid things, mixed it all together and 
got it out on their deadline- There was plenty of 
room for improvement." 

As the more perceptive readers will have 
realised by now, the Amiga conversion of Wing 
Commander is not the sort of job you'd toss to 
the trainee programmer to earn his stripes with, 
Even experienced programmers would balk at 
tackling such a ambitious, technically-com- 
plicated conversion. What made it 
appealing to Nick? The challenge? 
"Absolutely." confirms Nick. "I 
thought 'Well, i don't really think 
anyone else is going to try this.' 
That said, I gave the project a 
lot of thought before I actu- 
ally decided I was going to do 
it and tried out a few things. 
"I started by seeing if the 
lowest-level stuff was possi- 
ble or not," explains Nick. "If 
the game was going to really 
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These demo graphics use the Amiga's 64-colour 
half-brlte' mode. Although the final game's 
graphics won't be quite this good b*cauif it only 
uses a 1 6 -colour palette, thanks to the US* of 
'cross hatching' they should look reaionably 
close. 



groan on normal people's Amigas there was no 
point carrying an, It's pointless doing something 
just for people with accelerator boards, It's got to 
be good on the A500 or you just don't bother- You 
can specify things for one meg -that's just about 
reasonable - although I really don't like it, I've 
spent quite a lot of time trying to get the game 
on a 51 2K machine but I just don't think it's going 
to go. It's going to have to be a one meg game." 

THE NEED FOR SPEED 

Of course, the big question is just how fast is Wing 
Commander going to run? As anyone who's seen 
Wing Commander on PC will confirm, you need 
a 12MHz 286 machine at the very least to get the 
game running at anything near a serviceable 
speed. Where does that leave the Amiga, which 
has a CPU running at just 7.16MHz? Nick's reply is 
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surprising: "Obviously it's not going to be run- 
ning like it was on 486 PC - not many things do! 
- but having said that I can still squeeze a lot Out 
of the Amiga. It'll certainly keep match with a 
2DMH2 286" 

An impressive claim, incredible even, but hav- 
ing seen the early Amiga rolling demo I can con- 
firm that Nick's estimate DOES appear to be cor- 
rect. And to save you the effort of turning to the 
front of the magazine, this IS July's issue of The 
One, not April's. I don't blame you for being scep- 
tical - 1 would be too. 

So how did Nick get the Amiga to perform at 
such speeds? "I did a lot of research into how the 
Amiga actually works," is Nick's simple reply. 
"Unless you really, really understand a machine 
there's no way you can expect to get the most out 
of it. That was an education, Basically) discovered 
that everything that everybody's written about 
how the Amiga works is wrong, Total rubbish! 
Nobody actually bothered trying certain things 
like getting the software and the blitter to work 
together to use every clock cycle efficiently. I 
know the Amiga absolutely backwards now and 
it can do things better than even I thought it was 
capable of." 




If your ship gets destroyed in Wing Cumniamter aadly yttjur dignity isn't preserved by anything so discrete as 8 tiny 
little explosion and a 'Game : bverTogo-Oh no. Yours trotted to this ext ensive death sequence folljflved by a Cut- 
away to an external shot of your ship as it explodes into rJfeeAdJinoJiagmen%i/V^ve sirat ed you H t Uast I 
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an IBM PC primer... 

486? 20 MHz? What on Earth are they going on about' Let me explain, for all those people who don t know 
about PCs (and you don t want to either - they re nasty, unfriendly, grubby little things). Basically PCs come 
in a variety of flavours boasting varying power and price. 

At the lowest end land we re talking around £700-300 even here) you can get a PC with an 80286 (or 236, 
for short) central-processing unit, Pay more and you can get a PC with a more powerful 80386 (381) CPU 
Top of the range, at around £1500, are PCs fitted wi!h an 804B5 |or just flBG} CPU, To put it simply, you get 
what you pay for. 

So far, so simple. However, the waters are muddied somewhat by the fact that different machines are 
geared to work a different CPU speeds', measured in megaHertz {MKz| Thus a 2GMHz PC will operate rough- 
ly two-and-a-half times faster than an 8 MHz PC. Again, it's all down to hew much you re willing to fork 
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Over in America, where the PC dominates the home computer market, powerful 386 and 485 machines 
are commonplace and these are the machines that Origin, the company that created Wing Commander, 
targets its games at. In comparison the Amiga, which is fitted with a MC68000 CPU running at a compara- 
tively feeble 7.16MHz, is severely under-equipped for such games that require the processing power that 
only a 386/486 can deliver. Or is it? The Amiga still has a few tricks left up its metaphorical sleeve, as Nick 
Pelting is proving with his stunning conversion work on Wing Commander. Read the main feature to find out 
how he's doing it. 
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At dramatic momtntl in the action, the player's 
view switches to an 'out of cockpit' one to show 
the event at its best. 



Presumably Nick's previous ex peri mentation 
came in handy when developing Wing Comman- 
der's ray-traced model 3D routines? "The texture 
mapping I'd done was helpful in some respects 
because I'd had to engineer very low -level code 
to do things like this," confirms Nick, 'but s?«.>en- 
tially it was unlike anything I'd dene before, I had 
to start from scratch. There's one image of each 
ship at different rotations relative tq the player 
and the scaling and the rotating is done on that 
image in real time. It's not a trivial task, let's put 
it that wayl" (For more on how the 3D works, 
refer to the 'Build Your Own Spaceships]' box.) 

As Nick discovered while exploring the original 
PC code, Origins programmers had performed 
lots of little tricks to make the game run reason- 
ably quickly on even the most modest PCs. 
There's loads of calculations going on/' explains 
Nick, "Like all the best things it's all kept invisible 
Although the ships movement is called every 
cycle, things like intelligence are not. The program 
staggers things to keep the game running 
smoothly," Naturally these programming 'sleights 
of hand' have all helped keep the Amiga conver- 
sion running sweetly. 

Like the original PC game, some of Wing Com- 
mander is being written in 'C. "Bits of the game, 
the manky bits, I'm writing in "C but most of it is 
in assembler for the Speed," explains Nick. "I'm 
doing bits on the PC and bits on the Amiga. The 
'C coding is done on the Amiga and a lot of the 
other routines were developed using SNA5M on 
the PC. The biggest problem with doing a r C r con- 
version is you don't know how ropey somebody 
else's code is." 

PICKING THE PALETTE 

Nick promises that everything in the PC version of 
the game will make its way over to the Amiga, 
The only big compromise has had to be in the 
number of colours on-screen - the game can only 
support 16, "Basically you don't have 256 colours 
on the Amiga," explains Nick, "and anyway using 
more than 16 colours slows things down beyond 
belief. 

However, although that sounds limiting, things 
aren't quite as grim as they seem. Nick explains, 
"The internal format is a 64 colour palette which 
the program cross-hatches down to the best 16 

colours. Imagine that inside your Amiga you 
had a fake screen and this screen had 64 

I colours. Then imagine that you had a process 
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that could transform that screen into 16 colours. 
Basically you're using l€-colour dot patterns to 
represent each of the 64 colours. I'm still opti- 
mising the palette day by day to find out which 
is the best one for the game overall." 

Although the 3D routines have had to be total- 
ly Overhauled in the name of speed, most of the 
graphics (for the animated between- mission 
scenes and so forth} have been ported across 
almost directly from the PC. "Origin have given 
me what they can. Some of the graphics needed 
retouching but some were alright. What I'm doing 
at the moment is working on an interface so that 
the graphics can be retouched to Mindscape's sat- 
isfaction. They're very keen on quality of graph- 
ics and stuff like that, 

"Anyway, we've converted what 
we can convert and have them 
running as Amiga animations - 
the running down the passage- 
way, that kind of stuff, ltd be 
crazy to have that kind of 
thing as a sprite routine or a 
dual-playfieid thing 
just for the 
sake of . 
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These early graphics are from a demo knocked together for this summer's Consumer Electronics Show 
in Chicago. Nick's routines draw the graphics in £4 colours although the screen actually displays just 
16. By means of stippling (patterns of pixels) Nick can 'shad*' the graphics to simulate the other 4S 
colours. 



it." That said, Nick does anticipate 'Amiga-ising' 
some aspects of the game: "If there's time I'll put 
things in like the pilot's joystick hand as a sprite 
and the sight as a sprite just so that it all adds to 
speed up the process. " 

Another in the long list of amazing things 
about the Amiga conversion of Wing Commander 
is that it may well boast a feature that evert the 
Original PC didn't have: speech. Nick's keen to do 
it but is still unsure whether he'll have the time or 
the space. "It's very touch and go at the 



moment," he comments. One thing's definite, 
though; the game will feature the 'interactive' 
soundtrack. "I've ported all the musk data across 
and I spoke to a musician at Mindscape yesterday 
and he's trying to get it into some form he can 
understand." adds Nick. 

THE BIG DISK RISK 

Considering that PC Wing Commander is roughly 
6Mb big even with all the files highly compacted, 
you'd be forgiven for thinking that the game will 
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build your own spaceships.. 

The spaceships in Wing Commander are all stored in the Amiga's memory as a sat of thirty-seven 
views at various rotations, Each view is roughly 80 x 80 pixels in size, corresponding to the space- 
ship at approximately mid-range, although the precise sizing varies depending on the dimensions 
of the individual spaceship in question. The program then uses those views as the basis for redraw- 
ing the spaceship at the required size and rotation. This is the reason for the Sega coin-op ish blacky" 
look of the graphics when the spaceships do a close pass - each pixel of the original view has been 
drastically enlarged 

As Nick Pelting describes it, the route from paper-based design to actual workable graphics 
was torturous, to say the least: "Back at the beginning of time, when work began on Wing Com- 
mander on the PC, thwe weren't many reasonably-priced ray-tracing packages for the PC, so the 
spaceships were originally rendered on an Amiga in HAM mode [which permits 4W on-screen 
colours]. They were then parted across to a PC and converted to MCGA 255-colour graphics. The 
program then works out the angle you're viewing the ship at and displays the correct one." 

As you might guess, all this jiggery-pokery has had an inevitable negative effect on the quality 
of the graphics, especially after they've been ported hack over from the PC onto the Amiga for the 
conversion. "The spaceships look a hit ropey at the moment," laments Mick. "What's happening is 
because they were originally drawn on the Amiga, ported across to the PC, compressed by 20%, 
then touched up by hand and then converted back to this G4-colnur mode on the Amiga, there's basi- 
cally been too many processes in the middle, Vou lose image fidelity all the way down the line. I ve 
asked Origin for the original ray-traced ships so that we can convert them directly to the 64-colour 
mode from the original data. 



be another of those twelve disk, endless-swap- 
ping affairs so familiar of PC-to-Amiga conver- 
sions from the States. Not so, according to Nick. 
"At the moment it looks like being on two disks 
because we're using a high-density disk format 
I've developed; it gives something like one and a 
half meg of data on a conventional Amiga disk 
and that's before any data compression. All the 
graphics are in my own data format which is high- 
ly efficient for this sort of thing." 

So why do some many conversions from PC 
tend to be so painful on the Amiga? Sheer lazi- 
ness? "American programmers have a funny way 
of working," explains Nick. "They tend to devel- 
op things for hard disk and the actual location 
of data files isn't so important to them." 

THE FUTURE TODAY? 

Although Wing Commander Is just three month-i 
away from completion, it would have been fin- 
ished a lot earlier but for the tragic fact that last 
October Nick was struck down by a near-fatal 
brain disease, Viro Encephalitis, which dramati- 
cally drains the sufferer's energy and stamina. For 
about a week Nick was effectively paralysed. Very 
little is known about the disease or how to cure 
it - the best the doctors can do is make the patient 
is as comfortable as possible and hope that he or 
she pulls through, Thankfully, Nick was one of the 
lucky ones, although its only recently that he's 
recovered enough to work at anything like nor- 
mal and he estimates it'll still be a good year 
before he's working at the same intensity as he 
was before the illness. 

Nick has good things to say about Mindscape, 
who were very supportive during his illness. 
"Mindscape held the project for me," explains 
Nick, "I couldn't have complained if they'd taken 
it off me because they had somebody else to do 
it. But I don't think that there's that many people 



who'd want to try Most Amiga programmers 
seem happiest with platforms and copper Kits!" 

Now that the project's pulling together, what's 
been the reaction of those people who've seen it? 
"Origin were kind of amazed by the whole thing." 
says Nick, "They weren't really expecting it. It 
wasn't the kind of thing they thought could be 
converted at all. The people at Mindscape are very 
enthusiastic about this project. It was a risk for 
them because if it hadn't looked alright then they 
would have had to have scrapped it. But they're 
really happy with the way it's turned out and 
that s great." 

From what he says, Nick seems (understand- 
ably) proud of his achievements so far. "I'll be 
proud of it when it's finished!" he replies. "I think 
it'll look really nice. Nobody does this kind of stuff 
really, do they?" 

NICK'S BACKBURNER 

But what of the future? It's likely that the two 
Secret Missions data disks will be converted onto 
Amiga, And then? "I'd like to do Wing Comman- 
der 2 but I really don't see how you can do it on 




In tht bribing room, details of the next minion's 
requirements are explained to tht player and the 
computer-controlled pilot:, by the squadron leader. 
The animations and cutting between characters 
lends a 'dn<tm*tic' air to the proceedings, reminis- 
cent of the p re-Death Star attack briefing in the 
film Star War*. 

An example of th# 3D tex- 
ture-mapping that Nick's, 
been experimenting with 
as reported in December 
1989's issue of The One, 
Although torn* of the 
principles *nd techniques 
used h*r* were useful 
when writing Wing 
Commander, Nick essen- 
tially had to do 
everything from scratch. 
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Conversations are depicted with wonderfully-Ani- 
mated faces. The mouths move correctly accord- 
ing to the words printed at the bottom of the 
screen, as if the character were actually saying 
them, and the character's, expression changes to 
emphasise what's being said- Amazingly, there's a 
good chance that some actual digitised speech 
will make its way Into the gam*! 

floppy," sighs Nick. "It's just unmanageable. It's 
a huge, huge program." 

And whrtt of Frak I 3D? Will it ever see the light 
of day? And what of any other projects in Nick's 
backburner? "You don't the half of what's on my 
bdCkburner!" laughs Nick. "There are loads of 
things in lots of different areas, things I've been 
doing for years. All of them are really, really nice 
and really, really interesting. None of them you'd 
believe, let me put it that way." 

Having seen Wing Commander, I think I could. 
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CARL 



It all sounds so easy, doesn't it? 
Learn a bit of machine code, boot 
up your Amiga, tip-tap away at 
the keyboard for eight or ten 
months and - Voila! - one hit game. 
Ah you have to do now is sit back 
and wait for the royalty cheques to 
come flooding in, But the path from 
concept to software shelf isn't 
always smooth. Take The Carl Lewis 
Challenge from Psygnosis, for exam- 
ple. It didn't used to have anything 
to do with Mr Lewis at ail. Or Psyg- 
nosis, for that matter. Tony Love, 
one of the game's three program- 
mers, explains: 

"Way back in the mists of time. 
Dean [Lester, Teque's boss] 
approached Mirrorsoft and asked 
them if they wanted an athletics 
game, what with the Olympics com- 



Hot favourite in this summer's Olympic Tie-in Hurdles is this 
sporty little number from Psygnosis. David If pchurch chats to the 
game's developers Teque London during training. 




The digitised footage was ported 
Into Deluxe Paint on a PC where Tony 

Hager cut away the background 
garbage to leave the figure {top). 
This figure was then used as the 
basis for the fully coloured anima- 
tion fram« (bottom), Adds Tony: 
"Ideally we would 've videoed the 
sports people using top-quality 
equipment and a high speed camera 
but obviously we didn't have those 
sort of facilities. Basically we used 

our camcorder to record the action, 
which can cause problems. In some 
cases you'll lose a leg or something 
because it's merged into the back- 
ground so it has to be retouched 
in an art package and the miss- 
ing limb added by hand." 



ing up, They said 'Yes, that's a bril- 
liant idea' and so we started work on 
this Olympics game for them, We got 
quite a way into that but then a, er, 
certain 'fat man' took an early bath 
and that was the end of that. We 
looked around for another publisher 
and Psygnosis came along. And so 
the project grew from the Olympics 
to The Carl Lewis Challenge 

"There are three ways of playing 
the game," continues Tony, "You can 
play it management only, arcade only 
or both together for the full simula- 
tion. If you want to do really good at 





Up to four people can play The Carl Lewis Challenge at the same time. For 
events like the hurdles {shown here} or the 10ft metres, players don't 
compete at the same time but race individually against computer-controlled 
players that behave according to the Statistics of the Other players' athletes. 
Each player's individual performance is recorded and after all haven taken 
part the race is replayed using these recordings so that the players can sit 
bach and watch themselves racing against each other. 



the game you have to play the man- 
agement section and learn how to 
train your athletes before going on 
to play the arcade section yourself." 
Teque are very proud of the man- 
agement section. It's highly realistic, 
mainly thanks to Olympic medal-win- 
ning ja vol inist Fatima Whitbread who 
acted as advisor on this part of the 
project. According to Tony Fatima's 
played the finished management sec- 
tion and she's very impressed with it. 
However, it's the arcade section of 
the game that's the most innovative- 
There St6 five events to compete 
inr the 100 metres, the 100 metres 
hurdles, the javelin, the long jump 
and the high jump. As you might 
have suspected, it's a joystick wag. 
gler; to build the athletes speed up 
the player has to rattle the joystick 
from side to side. The jumps and 
throws required by some events are 
effected by carefully-timed taps of 



Although most of the game is finished now, Pete wants to spend the remain- 
ing few weeks before the deadline arrives tweaking and polishing several 
aspects of the game. All the background graphics are likely to bi? redone for 

a start and Pete also wants to take advantage of the Amiga's full 32-eolour 
palette. As it stands only IS colours are used at the moment, although the 
use of raster-sp lifting on the name and store panels above and below the 
main game window gives the impression of 24. 



athletes going through their paces. 
It's the same way that the graphics 
fur Domark's recent coin-op conver- 
sion Pit-Fighter were achieved which, 
as it 'appens, was also programmed 
by Teque London! Another inspira- 
tion? 

"Oh yes, most definitely," agrees 
Tony. "I think that happens with 
every project you do - a bit of it goes 
into the next one. We did a lot of 
work experimenting with the digitis- 
ing. Originally we videoed Pete run- 
ning around the car park and used 
that footage for the demo that we 
showed to Psygnosis to show them 
what the game was going to look like 
- though obviously not with Pete in it! 

"All the graphics - the runners, the 
officials and trackside objects - are 
digitised and retouched. Things like 
the hurdles and the high-jump mat- 
tress are filled polygons plotted in 3D 
so that they scroll past correctly, It all 
works quite nicely, 

"The real aim of the digitisation 
wasn't so much to have an exact digi- 
tised copy of what was going on but 
to use it as a basis to retouch it so 
that the animation is exactly perfect. 
When you see the game you're not 
meant to be looking at it and think- 
ing 'Gosh, I'm looking at a TV' - it's 
clearly a video game but the anima- 
tion is perfect, " 

One of the biggest tasks was actu- 
ally getting the correct footage for 
the various events. "We visited a local 
athletics event and did some filming 
down there," says Tony. "I also went 
to Birmingham to the national sports 
stadium where they had some big 



the FIRE button. Sport games like this 
date back years to around the mid- 
SOs, when Konami brought out a 
whole series of arcade coin-ops based 
around manic waggling. 

Tony makes no apologies for the 
game's obvious inspirations: "We've 
all played those games. It's part of 
qualifying for a job like this - it's got 
to be on your CV that you've played 
Konami's Track & Field or Ocean's 
Daley Thompson's Decathlon other- 
wise you don't get the job. We were 
mainly inspired by Hyper Sports, Kon- 
ami's original button basher, it was 
such a good game and this is where 
part of the game structure came 
from. I know the genre's become a 
bit jaded but I think we've found a 
new angle on it with the digitised 
graphics; they're the key thing about 
this project." 

Alt of the game's graphics are 
based on digitised footage of real 
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Each athltte'l performance is based art four Statistics: agility, speed, 

strength and stamina. These can be improved during the management lec- 
tion pf thp game by training In the week* leading up to the competition. 

Good stats are essential: in the 100 metres you can waggle until you're blue 
In the face- hut if you've got * low speed rating you'll get nowhere. 



international sports meeting going 
on, I had a track side pass so I could 
go down to film the athletes." 

Although the use of digitised 
footage adds a great deal of realism 
loth*? game, the technique does have 
drawbacks, "The main problem is 
that we're using digitised footage of 
real people doing real events," 
explains Tony. "We can only make 
them do what we've filmed them 
doing, So, for example, when you 
press the FIRE button to go into the 
throw then they go into the throw. 
You can't actually affect what hap- 
pens after that, You can't stop the 
throw or start the throw earlier - 



you've got to stay to the fixed 
sequence. We've had to build the 
game's logic around our filmed 
sequences. As it's turned out it actu- 
ally works quite well " 

The coding chores are handled 
between Tony on the Archimedes, 
Pete Jefferies on the Amiga and ST 
and John Jarvis on the PC. Because all 
the versions are being developed con- 
currently, each programmer gives 
something of his project to the other 
two and vice versa. The resulting 
game is essentially an amalgam of 
everyone's individual work. 

With such large graphics the main 
problem on the Amiga has been 
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"The game runs in a frame [i.e. the 
screen updates at a very fast fifty 
screen times per second] and the 
main runner, who you control, is ani- 
mating in that frame while the other 
runners are animated every two 
frames. So, basically the player you're 
controlling runs really smooth while 
the other players update less smooth- 
ly." 

The foreground and background 
trackside objects all scroll past in par- 
allax. "There's not actually a fined 
number of layers of parallax," states 
Tony, "Wherever an object is placed 
it's scrolled at the correct speed to 
look good. The game window is 104 
pixels high so I guess you've effec- 
tively got over 100 layers of paral- 
lax!" Whatever, the end result is visu- 
ally very pleasing. 

The Carl Lewis Challenge is a real- 
ty nice game to play," concludes 
Tony. "It's got everything - an arcade 
element, a management element. 
There's a lot of depth to it. It's got 
something for everybody. If you just 
want to get in there and smash your 
joystick up by waggling it like craiy 
you can do that but if you want to 
win using brainpower then you -can 
do that as well" With any luck we'll 
be giving the game a thorough pre-race 
medical next month, so stay in lane. 



CARL LEWIS? WHO HE? 

Who hel? Why, arty DM fattest man ever 
tfi run on God's pod Earth! Bit II a tap 
nan, It but Carl, ti the 1884 Let angetes 
Olympics he won lour (count 'en) Gold 
Medals for the 100 metres, the ZOO 
metres, the long lump and tin 4 x 1 00 
metres rettv and, » tin process, achieved 
raw WarM ftocorde b brti tin tang Mm 
aid tte relay. Then, in the 1986 Seoul 
Olympics Carl lid It atata, winning a Gold 
for the 100 metro? is well is smashing 
the Wortt Record with a time if 9.02 ra- 



il Pjm mure of i man, indeed, and a 
chetct (ir Psynosis's first ever 
licence deal. However, It's only recently 
that Psygnetti finalised the licensing 
agreement and eflvhuely, hevini such a 
big name en ttli'SOfflent requires soma pad 
leal omrhadHtfl if the In flame graphics. 
'Essentially whit we're going to do is 
change the race ettgktiy of the player's 
character h tke 100m, the nwftes oat the 
long jump 1o make It look a lit mere like 
Carl Lewis to dolno them," explains Tony. 
"Ttee, lor the Hgn junp art lava* youl 
see thet mere' i actually a women doing 
these events • who's ooiriously net carl 
Levis, at least not n we know Mml it 
might be Ns sister or samefttog - Jane 
Lewie hi The Jane Lewis Btaienge'l" 




Tony Love (back) and 

Tony Hager discuss the 
merits of digitisation. 



Pete J*ff tries, Amiga 
programmer. 



John Jarvis, PC pro- 
grammer. 
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A quick lesson in the console market for 
you: Electronic Arts is widely recognised 
to be THE biggest pub Us her of Megadrive 
cartridges ir> the world, to the extent of which it 
practically "owns" the entire market. With the 
American giant pumping more and more of its 
resources into its increasingly-lucrative Sega oper- 
ation, it can come as no surprise that some of its 
best titles are now appearing on this format first. 
Names like EA Hockey. Road Rash and Desert 
Strike are unlikely to mean much to the average 
Amiga man in the street but to any Megadrive 
owner they're household words as some of the 
best titles the machine has seen. 

Amiga owners might find it somewhat depress- 
ing to learn that one of the largest publishers for 
their machine seems to be paying more attention 
to the console side of things, but EA's taken steps 
to ensure that this won't be the case. It's recent- 
ly laid the foundations for its own in- house pro- 
gramming team in its Langley offices, the prima- 




choice of three - EA Hockey, Road Rash or Desert 
Strike, and I chose to do Desert Strike, 

Why did you choose thai one? 
I'd seen all three games, and I just like Desert 
Strike the best. It's got all sorts of possibilities for 
the Amiga - I know that it can be made better. 
And don't forget it's the biggest-selling Sega title 
that EA's ever had. 

Do you find it easier if you're doing a conver- 
sion, to be working from a game you like in 
the first place? 

Yeah, that's sort of what happened with John 
Madden. I joined EA and was told to do this foot- 
ball game, so I sat down and played it first and 
really enjoyed it. I didn't know the sport at all 
before I started on Madden, and now I'm really 
into it - I'll go and watch the London Monarch s 
when they're playing - so it was that game that 
really got me into the sport. 









The man who made 



O 



ry job of which is to convert the pick of the 
company's Megadrive crop to the Amiga. The first 
game to get such treatment, John Madden Amer- 
ican Football (one of the most successful console 
titles EA has had), is currently riding high in the 
top ten, and there are plans for more. 

Currently the "team" consists of just two peo- 
ple, led by ex-student Gary Roberts - the man 
behind the conversion of Madden and now 
responsible for converting the super- 
selling Gulf War blaster Desert Strike. 
Gaz took time out from his busy 
schedule to chat to us... 



How did you get started pro- 
gramming? Any particular games 
that influenced you? 
I started out writing little games on 
my BBC Micro a few years hack, then 
went to take a Computer Science 
course at college - which I nearly got 
kicked out of, because I wrote an on- 
line Dungeons'n 'Dragons type game 
that clogged up the main computer 
because everyone was playing it at 
the same timel After that I went on 
to do some serious programming 
work at IBM. but it was the games 
side of things that I was always 
more interested in. So I sent my 
work out to publishers like 



Ocean and Electronic Arts, had a few interviews,., 
and now here I am. 

How do things work at EA? Do you pitch for 
projects, or are yau simply given work to do? 
Well, Madden was happening just after I started 
working there, so it was just a case of them say- 
ing to me "here's a football game, do it", and I 
did it. But for this new project I was given the 




With John Madden proving to be a surprising chart 
success and now Desert Strike on the way for Christmas, 
we could well be seeing an avalanche of EA's Megadrive 
titles making their way onto the Amiga - not a shabby 
proposition at all. Possibilities for future conversion 
include EA Hockey (written by the same team, it's the 
pseudo-sequel to Madden), super-violent bike sim Road 
Rash and maybe even John Madden 92, the official follow 
up. Rick over to the News pages for further details... 



Having worked with both, how do you rate 
the Megadrive against the Amiga? 
Technically the Sega's got better sprite and 
screen-handling hardware, but I haven't been too 
impressed by the sound at all- The Amiga's a bit 
more of a flexible machine for doing different 
types of games other than the Sega's arcade 
shoot'em-ups and platform games. One of the 
hassles of converting from Megadrive to Amiga, 
which we're experiencing with 
Desert Strike at the moment, is 
keeping up the frame rate and com- 
ing up with good scroll routines so 
that it feels and plays the same. 
There are all sorts of tricks you can 
do,. Amiga Madden, for example, 
only runs at about half the frame 
rate of the Megadrive version, but 
the code's been re-written so that 
it still takes the same time for a 
sprite to run from A to B 



What do you set out to do when 
converting a game? Just a 
straight copy, or a more 
enhanced version like John Mad- 
den? 

Well for Madden 1 didn't want to do 
a straight conversion, I'd rather alter 
things as I went along. That's why 
the Amiga version has all the new 
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One of Gary Roberts' finest, yet least-known 

creations, is a very nifty; Public Domain game 
by th* name of Tanx. Responsible for many * 
lost hour in the old ACE office, its a simple 
game whtn too Tanks fire shells at each 
other until one gets blown up • it was inspired 
by a similar gam* Gary used to play in his BBC 
days. Today it** widely available on the PD cir- 
cuit BS part of various game compilation*, and 
we'd strongly advise you and a mate (it's two- 
player only) to check it out if you can- 







As the first member of Electronic Arts' brand 
new in -ho use development team, Gary Roberts is 
the man responsible for bringing the company's 
top JUlegadrive games to the Amiga. After a 
debut Number One with John Madden American 
Football, he's now busy converting the block- 
busting Desert Strike in time for Christmas. Gary 
Whitta caught up with him for a bit of a natter... 



front-end stuff, which was my own idea- Also, the 
sequel (John Madden 92} was being done at the 
same time, so we were able to "borrow" some of 
the ideas from that, like the different pitch types 
and so on. 

What kind of things are you hoping to do with 

Desert Strike? 

Well, there's not much you can do with the game- 



play, because it's so good already. But we're going 
to be doing a lot with the graphics, heefiing them 
up to 32 colours, and also the sound. 

What kind of guidelines do EA set? Are you 

told not to fool around with the design too 

much? 

Basically I'm given the freedom to do whatever I 

want, within reason. 



Apart from the game itself, what kind of mate- 
rial are you given to work from? 
As well as the finished game cartridge, we're given 
all the source code for the game, along with the 
graphics and sound files. And we can also get in 
contact with the game's original authors, who can 
be very helpful with problems. 

Are you happy at the moment Just to do con- 
versions? 

At the moment I am, yeah, but I don't want to be 
doing it all my life. We've got an original project 
that I'm going to be doing after Desert Strike for 
next year. But that's very secret so I can't say any- 
thing about that at all. 

ATTENTION READERS! 

Every month in The One On One we interview a top com- 
pany or pertoft&fity in the Amiga games scene - we've 
already featured Team i? and now top EA coder Gary 

Knlw rts - but hey, we don't always know who YOU want 
to see put under the unit. So, drop us a lirwjt The One (On 
One), Priory Court, 30-32 Faningdon Lane. London SC1R 
3A U, telling us which people or companies you'd like to see 
interviewed, along with any particular questions you'd like 
to pose them. Ovar the coming months we'll be spotlight- 
ing the most papular choices, along with some of our 
own. So gee scribbling so that we can get grilling! 
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PROJECT-X 

Each coetaitant Do (Hay one game and when s am sum mi 
done, the points ire swardee' a? such The paw with Ifre 
tejjhsst score get) five powits new) place gets three, tnrt 
place is awarded nne poiil ami bat place gets ten. 




SENSIBLE SOCCER 

With law flayers thrs round works hi s«mi final and final 
stages, with semi- ratal oppenents selected by i random 
draw. Tne ifttnale wkacr is awarded nve poiits the losum 
finalist is awarded rhme. There is a third place ptBy-nff for 
me mm senw rinapisis rite tfiy-elt wnner urns a pant. 
Mi hie Utter gets newt 
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JAGUAR XJ2ZD 

Lite Send* Seccer. ■ f da m draw determeHS me oppo- 
nents lor Hie semi Minis which invahie a twa-player rate 
over me rrtt mack The urst ft mm the face, reqamess 
of anything em, fe the winner. The two rari-nnaJ winr* 
play hi the not ever me same men, with the same points 
ami play nH riles ag Sensitfe Soccer applying. 




Since the dawn of time, man has reached for the pinnacle of athletic excellence. And never 
has such grace, such power, such sporting gallantry been displayed than on Wednesday the 
3rd of June 1992 when, somewhere in London, four gaming titans crossed joysticks to decide, 
once and for all. who was the Amiga's Master of the Universe. 
The quartet who every month perform the ker-razy task of producing The One ■ that's Jim Dou- 
glas (Editor), David Upchurch (Deputy Editor), Gary Whitta (Staff Witter) and Jim Willis (Art Editor) ■ 
were the four contestants in a competition played over three rounds. The objective, to find a gam- 
ing champion good enough to put up against the very best challengers that our army of readers 
could offer. So without further ado... 

LET BATTLE COMMENCE! 

ROUND ONE: PROJECT-X 

I And so we begin. After a quick toss 
ing session (with coins), it was 
decided amid much whingeing that 

I the boy Willis would step up first. 
And what a pitiful performance! Willis' technique 
in the main event proved disastrous, losing him 
two lives in quick succession. From then on things 
could only get worse. Some hopeless mistakes 
combined with the game's ferocious difficulty 
resulted in Willis's GAME OVER message flashing 
up with a measly 7600 points on the board. 

Next up was Upchurch, flexing his digits and trum- 
peting confidently. He went on to put in a fine per- 
formance, notching up an impressive 1200 with 
just his first life. Unfortunately, he committed the 
cardinal sin of losing his extra weapons on Level 
Two and never really recovered from the pasting 
he received. Final score, a not- bad -at- a II 13400. 

Much was expected of Whitta, who raced through 
Level One, only hitting trouble midway through 
Level Two. Never much good against those silvery 
mushrooms, Whitta bit the dust twice In the same 
section, then progressed some more, only to be 
vanquished by the end-of-level guardian. Final 
score, a shining 24800. But could Douglas topple 
it? 

Knowing what he had to do, Douglas steered 

effortlessly through Level One, but came a crop- per almost immediately after entering Level Two. 

Losing his arsenal severely diminished his points 
potential, and finally had to settle for a pleasing, 
if not round -winn ing 16300. 

WINNER: CART WHITTA 15 POINTS) 
2ND: JIM DOUCLAS {3 POINTS) 
ITH: DAVID UPCHURCH |1 POINT) 
4BD: JIM WILLIS (O POINTS] 

ROUND TWO: JAGUAR XJ220 

^egsiThe semi-final draw pitted the two 
~7Jims together, leaving Gaz & Dave 

|to battle it out. In the Jim-V-Jim 
■ race, Douglas looked like he might 
well sew it up early, but then Willis came back 
with a sterling bit of steering. The entire second 
half of the race was spent with the two bashing 
into each other like some high-tech chariot race. 
Finally, it was Douglas' aggressiveness and good 
looks that won through, a final shove pushing 






X .»«* r .. . - l ' l n, ^--^ . 



fcj ■ ■ "■ — 



G A 



ES CHALLE 



N "i 





This month sees the start of a new feature 
- The One Challenge. Every month, we'll be 
inviting a reader to go head-to- head with 
a member of The One team in a no-holds- 
barred games challenge. But before we 

could go ahead with such an 
impressive venture, we first 
had to decide who was our 
most worthy champion... 




THE 



STANTS 



JIM DOUGLAS 
Svelte Jim, 22, reckons himself as a bit of a top 
gamesplaying boy, and well he should be after 
so many years of gaming, first as art amateur 
plebe with his BBC Micro at home, then in the 
service of such fine periodicals as C&VG, Sin- 
clair User, ACE and now The One. "I just feel 
proud to toe here," said Jim at the weigh-in. "I 
just want to do my best, and the Good Lord 
willing, things will work out.'' 

DAVID UPCHURCH B.Sc (Horts) 
The burly 26 year-old brainbo* claims he has 
a very special advantage in this challenge, 
being the only one to boast a University 
Degree in Astrophysics! His gaming career 
began in 19B0 with an Atari VCS. Since then 
he's 'progressed 1 ' through a Spectrum, C64, 
Atari ST and now an Amiga. Hit gaming cre- 
dentials are chilling, being the drtly person in 
the office to complete Rainbow Islands and 
see the full ending without a cheat, 

GARYWHITTA 

At only 19, Gazza is by far the youngest con- 
testant, but arguably packs more gaming 
experience than anyone, Starting in 1978 with 
a Bin/jtonc console, Whitta raced art Atari VCS, 
Spectrum. C64 and now an Amiga. The prover- 
bial cockney barrow-boy come good is a list- 
ed international expert in Kick Off, Lotus arid 
Paradroid. Mow that he's reached this zenith 
of gaming excellence, Gary says "they won't 
know what's hit r em. I'll pick up the joystick 
and next thing they know, they'll be waking 
up with a crowd around 'em." 

JIM WILLIS 

Typical for a map with a college "education", 
Jim Willis may have an astoundingly slovenly 
attitude to work, but when it comes to wield- 
ing a joystick, he's no nancy-tooy. A real mas- 
ter at the Macintosh classic Crystal Quest 
among many others, the 2&-year old lad from 
Frodsham certainly knows his way around 
most Amiga classics, even though his experi- 
ence may be shorter than the other contes- 
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Willis into a roadsign and leaving the Ed clear to romp 
to victory. 

With Gaz'n'Dave, things were equally taut. There was 
nothing between them in the first few laps, with Dave 
maintaining a minuscule lead throughout, although a 
serious pile up in the latter stages allowed Whitta to 
scream ahead. A good recovery just about restored 
Upchurch's chances of victory, but even though he 
gunned on the final lap, Whitta took the flag easily. 

So, Whitta meets Douglas in the final. Again, hardly 
anything to separate them for much of the race, until 
Whitta got hopelessly caught in the pack on an S bend 
and wasted valuable seconds, Douglas reaped the div- 
idend, roaring through the final laps and leaving 
Whitta with no chance as he tore across the finish 
line a full fifteen seconds ahead. 

The play-off was a bit of a non-starter. Willis bare- 
ly made it around the course in time, and Upchurch 
failed to qualify altogether in a pair of miserable 
performances. In the end, Willis won - if you can 
call it that. 

WINNER JIM DOUGLAS (5 POINTS) 
2ND: GABY WHITTA l,i POINTS) 
IAD: JIM WILLIS (1 POINT) 
4TH: DAVID UPCHURCH (0 POINTS} 



ROUND THREE: SENSIBLE SOCCER 

So, onto the final and ultimate challenge. 
With Willis and Upchurch languishing well 
behind, they knew they had to pull some- 
thing a bit special out of the bag here and 
then the two losers were drawn against each other in 
the first semi-final! Being paired against Douglas 
delighted the youngster - capitalising on 
Douglas's inexperience, he hammered 
home three in the first half, and another 
two after half-time. The dumbfounded 
Douglas would have to settle for the third 
place play-off. Final score, 1-0 ■ 

The Wills/Upchurch match was a suspenseful 
affair, with several goalmouth incidents and 
no (ess than three bookings (two for the 





spiteful Willis). Eventually it was Upchurch who tucked 
one in a minute before half-time, destroying Jim psy- 
chologically. To his credit. Willis fought back well, scor- 
ing one of his own, But Upchurch just 
laughed and thundered another two into 
the net, Final score, 3-1. 

So, to the Upchurch/Whitta final. And 
what a game! Three goals in the first ten 
minutes put Whitta 2-1 up early on. Unfor- 
tunately he then got a little over-cautious, 
bringing Upchurch down near the goal 
and conceding a penalty that Dave 
knocked in with breathless ease, Into the 
second half at 2-2, and Whitta. decided he 
was having no more of it, A thundering 
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push forward resulted in two goals in quick succession, 
which Upchurch countered with a lucky strike of his own, 
Finally, just before the whistle, Gaz sealed it with a fine 
header. Final score; 5-2. 

The third-place play-off was a bit of a scruffy mess, with 
the vindictive hatchet-man Willis against the frustrated 
Douglas. By the end of three minutes, the game has dete- 
riorated into more of a streetf ight than a football match, 
with three sendings-off and two bookings. In-between 
the brawling Willis managed to slot in a lucky 
goal, securing him third place. 

WINNER: GARY WHITTA (5 POINTS! 
2ND: DAViO UPCHURCH (3 POINTS) 
1RD: JIM WILLIS (1 POINT! 
4THt JIM DOUGLAS |0 POINTS) 



THE FINAL SCORES 

CART WIMITTA - 13 POINTS 
JIM DOUGLAS - 9 POINTS 
DAVID UPCHURCH - 4 POINTS 
JIM WILLIS - 2 POINTS 

So, Gary Whitta is proclaimed the 
ultimate victor, with a fine total of 
13 points. Douglas' effort, it has to 
tip said, was excellent, but we have 
to say that Upchurch and Willis 
might as well not have turned up. 
While leaving amid a mass of rot- 
ten fruit-throwing, they were 
heard to say "there's always 
next year!" What, to get 
beaten again? 




NOW IT'S YOUR TURN! 

How we have a The One Champion, we throw Mm open to YOU, Yes, YOU! This is vdut chance to 
topple Whitta, smug little git mat he is, and we know there's enough talent out there tn give him 
a proper trouncing. So come on r throw down the gauntlet! Name the game, and Whitta' II take you 
on, Not only will you get to sort him out, but you'll also meet The Die team, see the offices, get a 
load ol free software (il you win), and generally have a spilling time. And of course the chal- 
lenge will he chronicled in the tallowing issue or The One, sa win or lose, you're destined lor liter- 
national stardom. Send your challenges to l SAY WhTTTA'S A SOFT TOUCH, The Doe, Priory Court, 
30 32 Farringdon Lane, Lomtoo EC1R 3AU. Tell us your name, age, address, phone number aod 
challenge game and also tell us, in nn more than SO words, why you think you'd be a worthy 
challenger. This is your chance for glory. Take it now! f 
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REVIEWS 




42 Lure of the Temptress 

46 Spoils of War 

48 TV Sports Baseball 

50 Starush 

53 Monkey Island 2 

75 European Football Champ 

76 Ishar 

79 Risky Woods 

84 Striker 

86 D/Cene ration 

88 Cool Croc Twins 

90 Graham Taylor's Soccer Challenge 

92 Championship Manager 

95 Hook 



(Virgin) 

(Internecine) 

(Mindscape} 

(Ubi Soft) 

(US Gold /Lucasfilm) 

(Domark) 

(Silmarils) 

(Electronic Arts) 

(Rage) 

(Mindscape) 

(Arcade Masters) 

(Knsalis) 

(Domark) 

(Ocean) 



THE SCORES 

All elements of our games are rated out of a possible 
maximum score of a hundred. But what do the scores actually 
mean? 

Rubbish. Offensively low quality. 

Below average. Not acceptable by today's 

standards. 

Above average. But still plenty of room for 

i mprovement. 

61-70 Fair to good. Lots of nice points, but in no 

way perfect. 

Pretty smart. Above accepted standards. 

Extremely good. Top notch impressiveness. 
90+ Simply excellent. Breathtaking. 

THE OVERALL SCORE 

Obviously, at the end of the day, when all is said and done, 
the Overall figure is the best gauge as to whether the game is 
any good or not. While representative of the elements, it is 
not an average of the other scores. That's why it isn't called 
THE AVERAGE, 
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JIM DOUGLAS 

What a razor s-edge existence the one they call Jim 
has been living this month. Not oniy has he been 
pounding out hundreds of miles down rain soaked 
motorways on his new motorcycle, not on(y ha* he 
been reviewing all the latest crotch -iLaritigly 
exciting software releases, but he's instantly 
elevated himself to the very top of the A -list of 
hard-bitten rebel geezers by learning shorthand. 
But don't be too frightened. He's a softie at heart, 

DAVID UPCHURCH 

Dave has had an equally pulse-quickening month 
living on the limit. On the very same day that he 
had his adrenal glands run dry while reviewing 
Starush, his lovely lady took him (as a special treat) 
for a white-knuckle rally stage/demolition derby 
through the streets of East London. "It was the 
most enjoyable experience of my life," confided 
Dave, "and I certainly hope that Allison will be 
taking me out in the car a lot more frequently." 

GARY WHITTA 

By contrast to all this excitement and testosterone, 
lardass Whitta has done absolutely nothing all 
month. Oh no. That's not really true. He did have to 
open the door to the TV repair man the other day, 
which was quite a harrowing: experience. "I 
couldn't believe it." said the incredulous 
blubberguts, "he gave me this replacement telly 
while my other one got mended, and not only did it 
have a smaller screen that my own, but the 
batteries in the remote control were a bit dodgy 
and I nearly had to get up to change the channel!" 

JIM WILLIS 

A similarly n on -stressful month for The Shirker. 
Willis is so laiy that he can't even be bothered to 
get his hair cut these days. He has now successfully 
wrestled the "1 Can't Do That Because..." crown 
from lardy Whits and it is a popularly held belief 
around the office that Jim will shortly become a 
black hole due to his lack of movement & creat- 
ivity . Needless to say he has reviewed nothing, f 
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What's this? A home-grown graphic adventure to rival the 
likes of Lucasfilm and Delphi ne* Gary Whitta finds out if 
Made in Britain still means something these days... 



Some of us still remember the 
old days. When men were men, 
when everything around here 
was all fields and when adventure 
games used text and, if you were 
lucky, horrible little eight-colour 
graphics. Ah, those were the days all 
right! Like in Mountains of Ket, 
where the spell used to destroy the 
wall in Mint Condition was called 
Polo. Like in The Hob bit, where you 
had to stand on Thorin's shoulders to 
escape from the goblin's dungeon. 
Just writing about It brings it all back 
again! 

These days, of course, everything's 
changed. Adventures are still going 
strong, but instead of laborious and 
often intensely frustrating text input, 
we have the likes of Lueashlm's 
SCUMM, Delphine's Cinematique and 
- as of this month - new team Revo- 
lution's Virtual Theatre system to 
present and control the on-screen 
action. Virtual Theatre - a slightly 
hoity-toity name for what is essen- 
tially a very clever adventure game 
driver, but we'll forgive it - has been 
ushcj for the first time in Lure of the 
Temptress, a medieval fantasy 
tell set ir> the sort of dun- 
geons'n'dragori5 world that 



we're all well familiar with by now. 
The story is typically typical - the 
hero is a young chap called Oiermot, 
who is plunged into the centre of a 
war when Selena, the evil temptress 
of the title, and her army of Skorls 
{horrible pig-like warriors) kill the 
King in battle and seize control of the 
land, During the battle the Skorls 
also captured you and locked you in 
their deepest, darkest dungeon. It's 
when you wake in said dungeon that 
play begins. From this unlikely start- 
ing point it's your job to free the peo- 
ple of Selena and her snout-nosed 
bully boys. Think you can handle it? 
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So, after the introduction the game starts 
in earnest and its up to you to get out of 
trouble. An impregnable c*li with no 

objects, a window too high to reach and a 

door thct's securely locked. The Skorf 
guard outside the door isn't taking any Dp, 
either, Could this be the first fusr one-loca- 
tion adventure game. Actually no, you can 
escape with the help of the torch on the 

wall. It's not as securely held in place as it 
looks... 

Much of the game's, storyline takes place 
within the town, which is made up of 
dozens of independent flick screens. 
Initially many locations are kept beyond 
the player's reach by means of locked 
doors and the like, but as you progress, 

meet characters and find your way Around, 
the game area gradually opens Up to you. 
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In Lure 'i first taction, the objective is to escape not just from your dungeon 
cell, but from the castle itself. In doing SO, you'll get your first proper t.isio 
of how the game system works by experimenting with objects and talking to 
* couple Of characters. The puzzles that stand between you and the rest of 
the game at this stage are thankfully pretty easy, serving more to get you 
into the swing of things than anything else. 

(Left) The story background unfolds while the game loads, setting the scene 
via some moody silhouetted animations interspersed with explanatory text. 
Iff. all a bit serious and a little OTT in places, hut it does the job of dropping 
the player into the start of the game well. 



You'H notice that, unlike Lucasfilm* efforts, Lure of the Temptress doesn't 
give up a section of its screen area to a command/inventory panel- All menus, 
prompter*, and windows are kept hidden until summoned, so it's a lot more 
like Delphine's system in that sense- Objects and people are identified when 
you point at them, and clicking b-rirtgs up a relevant menu of commands. 
Instead of having tD wade through the entire command list, only those 
appropriate to what you're doing pre shown. For example, click on a door 
and the only commands available will be look, open, close, lock and unlock. 
It makes matters less muddled without actually making puizle solutions too 

easy to spot. 






Though the town is crawl- 
ing with Sfcorl and every- 
one likes to keep their 
head down, there are allies 
to be found about the 
place. The blacksmith, for 
example, provides useful 
dues and info from the 
privacy of his forge. But 
don't get talking to his 
mother over there in the 
rocking chair - she could 
bore the hind legs off a 

donkey with her inane and 
long-Winded fairytales. 



all the world's a stage 



in most adventure game!! computer controlled 
characters seem to loHow a script, arrivins, 
departing and sayiig tleir lines seemingly on 
cue. Tie idea ol Virtual Taeature is ihal the 
game's supporting cast ol 30 add characters 
behave realistically, wandering around the city 
aid gang about their business regardless ol 
where your actions may oe drivinithe story. 
Evan swift playing sessions reveal evidence ut 
this system it wvrkj especially n the busy area 
01 the town where the almost random activity 
give* > feeling it proper city fife. 
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THE VERDICT 



Lucasfilm, Del p nine and, to a lesser- 
extent, Sierra have had the graphic 
adventure market sewn up for far 
too long. I feel slightly guilty, but I 

PilifHthVfi 

virgin Game* have to admit that J didn't expect 

utinn Software much of this so-called home-grown 

£30,99 Out Now giant-killer - I foresaw something 

that, like this month's Hook, had 

fine intentions but didn't quite cut 
DRY I disks . _ 

the mustard. Fortunately, Lure of 

the Temptress Is every bit as profes* 
sional and polished as anything the 
Americans and French have been 
able to offer us recently - if not 
more so. It's best compared to the 
Delphine range of games like Future 
Wars and Operation Stealth, as they 
share a lot in terms of control 
method, graphical style and general 
approach. But at the end of the day 
It's Lure that's got the edge, and I'd 
wager it's mostly because the game 
is British-made. Unlike the 
Americans who develop on PC then 
port over to Amiga almost as an 
afterthought. Lure's programmers 
knew how to best use the host 
machine - that's why there are 
I U E R R 1 L almost no disk-access headaches and 

constant floppy -swap ping to put you 
off. The game's impressive user- 
friendliness is undoubtedly one of its 
strongest points. As to the actual 
content, Lure is, if anything, a little 
too serious and sombre for my taste, and though much has 
been made of the intelligent characterisation, I think 
Lucasfilm s games boast the more interesting characters and 
interaction sequences. I had some trouble relating to the 
characters - maybe it's because they're smaller than, say, 
Guybrush or Indy, maybe its because the actual dialogue 
isn't as colourful and engrossing. Whatever, this is only a 
minor quibble with what is otherwise a first-rate adventure 
- one thai, through use of fine graphics and sound creates a 
great sense of "being there" and will keep genre fans 
happy for many a long month. 
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Another aspect of Virtual Theatre is the way conversations work. There's 
nothing vastly innovative, although the interaction is noticabty more sophis- 
ticated than in many similar games. There's little new about the concept of 
characters having individual personalities, but in Lure it's a touch more con- 
vincing, with people not Only reacting realistically to your Statements 
(selected Lucasfilm-style from a shortlist}, but also remembering past con- 
versations and behaving accordingly - so if you're particularly nasty or rude 
to a character, don't expect him to be very helpful to you later on. 
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Another interesting aspect of Lure'* 
sophisticated parser is the ability to 
convey incredibly complex commands 
to the game's other characters. 
Providing they're willing to comply, 
you- can program them like a BigTrak 
[remember those?)., sending them off 
to different locations to perform any 
number of tasks in sequence for you.. 
If* in invaluable feature later in the 
game when sometimes the oniy way 
to achieve a certain task will be by 

getting someone else to do it for you. 
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THE VERDICT 



mart! ott *y, it should be dear Enough by now. 
up Spoils of War is absolutely unsuitable for 

many Amiga gainespfayers. It's far too 
... , ] unfriendly and complicated and muddled 
*>ypfld| to be made sense af by anyone other 

than a die-hard uuargaming nut* The game 
dynamics are largely sound, but ate so 
unfricndlily presented to the player that 
tonitant ref eral to the manual is neces- 
sary in order to have the vaguest idea 
about what is going oat, Probably the best 
parallel I can draw between Spoils of 
I I War's interface and a more universally 
known game like Pouvermonger is the 
similarity between taking part in - as 
opposed to watching - a marathon. 
Watching a marathon is entertaining and! 
eliciting. And watching the results of an 
astonishing number-crunching routine go 
through its paces is equally fab. But attic 
Fining a marathon and hawing to 
i every pounding step, watching 
paving stone go by - that's another 
j I matter entirely. Because a game like 

monger never really lets the player 
ht into all the grubby regions of hit 
and movement tables, it doesn't 
i get bogged down with them 
. And the argument that wargames 
jputer don't need pretty graphics 
to be tun is, frankly, rubbish. It's like say- 
"at movies don't need to be filmed 
, as you can still tell what's going 

I Oil in the story just by listening to the 
words. It's a shame that such a smart 
il idea as exploring new worlds 
be so badly hamstrung by crappy 
friendly presentation. 
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Now our player Is trying to buy some supply units. Couldn't you guess? 
*- deciphering the ingenious code of arrows along the bottom of the 
reen, he will try to purchase some items which will be generally 
r ~ful for the party under the control o* the general at this location. 




Is there room in the market for a wargame 
for absolute purists? Internecine clearly 
think so, but Jim Douglas isn't so sure. 
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(Above) Incorrect Assumption In 
Games Design No,1: People who like 
playing mar games don't mind M 
they look like a dog's dinner which 
has been kicked out of its dish and 
stamped into the carpet. Spoils of 
War's absolutely fin* game mechan- 
ics count for very little when 
obstructed by such awful visual pre- 
sentation. -Continual referral to the 
manual is necessary, since virtually 
every word on the screen (Icons? 
What icons?) has had to be abbrevi- 
ated in order to be crammed into tha 
space available. 



le idea behind Spoils of War is 
an interesting one. The player(s) 
are presented with the challenge 
of exploring the New World and claim ■ 
ing for themselves as much of it as pos- 
sible. It's a wargame in the classic 
Sense, with the player's troops follow- 
ing movement tabfes and the battles 
fought in great strategic detail. It might 
look like a dog's dinner, but it doesn't 
matter, because people who enjoy this 
sort of game aren't bothered with that 
sort of thing. At least, that seems to be 
tnternecine's rationale. 

In the early stages, everything seems 
to be going rather well, with a pretty 
mtro Sequence setting the scene and 
some excellent music conjuring up 
appropriate feeling? of exploration and 
taming wild frontiers. 

However, the front end belies the 
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(Above) The programmers have gone 
to enough effort to allow the mouse 
to be used in conjunction with the 
keyboard for reasonably swift use of 
the command mechanism, but not 
enough to help the player Along one 
iota. There's SO much detail in the 
game, and fantastic scope for long 
term strategic fun (exactly what it's 
designed to do) that its criminal that 
it should be made so unappealing to 
such a large portion of the market. 
No wonder wargames are still floun- 
dering in a niche when it comes to 
software sales when they do noth- 
ing for their own caus-e. 




true nature of the game, which is con- 
fusing to say the least, Nothing speaks 
for itself. Everything which appears on 
the screen needs to be checked in the 
manual before it csn be comprehend- 
ed. Ancf the manual makes you feel 
about as welcome as a leper at a bob- 
bing-fbr-apples party. 

The result of such a bare-bones 
approach (just look at the pictures) is 
that all the excitement must be con- 
jured up in the players head, just like 
playing a wargame on paper. 
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;kh'8Utun 
^f0*'f si\ ) i- vols whictMiPl presented as diffdfenflho 

A young filniediior has had his film stolen liom hi* cutting 

room theju ght before the film's premiere, Youhhi is to search 

through the six different movie sets ranging from black and 

white, science fiction and horror levels through to cartoon 

western and fantasy sets to retrieve thi> stolen canisters. 



Will you find the stolen film before the 
Premiere? 
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Yeerrr out! Just when you thought they 
were dead and buried. Cinema ware returm 
with its long-awaited third installment in 
its popular sporting series. Self-confessed 
Costner-lookalike Gary Whitta lets it pitch 
to him... 



Producing a playable and authentic simulation of any sport is by no 
means easy, but getting people to play - and enjoy - a simulation of 
a sport they (a) never understood and (b) didn't even liked in the 
first place is an achievement indeed. For achieving such a heady goal not 
once but twice over the last few years, American games pioneer Cine- 
ma ware deserves special credit- 1&89's superlative TV Sports (American) 
Football worked wonders for my appreciation of the sport ■ one I'd never 
had much time for until Cinemaware's classy interpretation came along. 
The same can be said of the follow- 
up TV Sports Basketball, another fine 
and opinion-changing simulation of 
what had, to me, always been rather 
a dull little game, 

Since the company's glory days at 
the turn of the decade, however, 
things have gone a bit downhill. The 
"interactive movie" people disband- 
ed just over a year ago, leaving sev- 
eral products stranded in mid -devel- 
opment. Fortunately, the remnants 
of Cinemaware's team did manage 
to finish the third game in the TV 
Sports series, based around that 
equally confusing American obses- 
sion. Baseball. Recently released in 
the States as the Official Bo Jackson 
(v. good baseball star) licence, it's 
now over here, with the TV Sports 
moniker rightfully attatched. Like 
the two games before it it's essen- 
tially a sophisticated arcade-based 
Interpretation of the sport, with the 
emphasis on authenticity, payabili- 
ty and, as always, TV-style presenta- 
tion. 
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Players choose from 26 teams. In an 
exhibition game, simply pick your 
team and apposition. In the 
league up to 16 players can play 
in a season lasting 162 games. 



Whether you're On the mound or at 
the plate, things are far from easy. As 
pitcher you have a small armoury of 
different throws at your disposa 
fast ball, curve ball, etc ■ and the 
pitch is aimed by stopping a small 

icon a$ it slides back and forth across 

the plate area. In theory it's simple • 
in practice, coming up with a pitch 
that's both legal (if it's too wid* in 
either direction it's declared a "ball" - 

four of those and the batter gets a 

free walk to first base) and good 
enough to outwit the batter is tricky 
to say the least. Batting might sound 
simpler, but you can be assured it's 
■tot. Success is a combination of posi- 
tioning your man prior to the pitch 
(he slides around easily in his little 
square), timing the swing so it con- 
nects with the ball, and hitting the 
thing so that it doesn't make an easy 

catch for some rookie infipldfi. 
Whoever 5a id this game was easy? 



Its like Rounders, only more complicated. Each leam Iras nine men. 

consists ul a diamond, with a "base" at each poim and tiie pitcher m !■ 

l'jW ^bu JB6L 
die. Yon Pat from liuim: but, thwt ran round first, second, ttiNi men bacft tt 

liaiw:, mini h sniir:, mii; mn. There's a lielrfer on each base il 11m baj gets 

to dim before you do, you're out If you hit the bni and it's caught lidnre 

■ndmy, you're oul. It the uiicner gets the bal post ymr three limes (called 

strikes t. you're out. If ynu hit the ball right out of the park, it's called a home 

run and all runners on bases get te stroll hDim. The game consists ol nine 

innings, each split into nut tttflt where teams take lorn batting and i milling. 

When tiu-iT ii;m,iui!ii an pit, play switches over and so on, The team with 

most runs at ihe end of the nmth Mining wins. Tic end. 
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So, with all formalities nut of the way, it'* out onto the 
ballpark- Essentially, the action it Viewed from two major 
Viewpoint* - during the batting/pitching Stage the cam- 
era is positioned directly behind the plate (where the 
batter stands), with the pitcher in the background. Then, 
one* the ball has been hit, the viewpoint cut* to a 
scrolling representation of the infield (the area inside the 
diamond) and outfield, where fielder* are controlled and 
ail the running takes pine*. 




All the fun of the ballpark is encapsu- 
lated by TV Sport* Baseball's impres- 
sive sound. Apart from the standard 
crowd cheer* and "thud, donk" spot 
effect*, a sampled American voice I* 
used to call various pieces of Infor- 
mation, "strike one, you're Out etc" 
a* well as describe hits - "deep 
drive!", "Toss-up!", "Grounder!" and 
so on. Most impressive, though, are 
the snatches of the tacky Organ 
music that have become synonymous 
with baseball around the world. 



Mo TV Sport* game would be complete without a chunky 
ex-player presenter to provide the pre- game spiel, and 

Baseball il no exception. Though he's slightly less well- 

groomtjri than hi* two predecessors in the series. Bob 
McGill Is nevertheless a fine anchorman, presenting the 
two teams and giving any relevant information before 
the cameras pick up the action an the infield. 
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With a game like Baseball, 

some kind of management 

element is unavoidable, and 

though it's by no means a* 
complex a* a "serious" simu- 
lation like Earl Weaver's, 
more committed players will 
welcome with the opportuni- 
ty to fiddle with startling 
ine-ups and batting orders. 
All the relevant *tats are on 
display, and should be stud- 
ied if your team is to be opti- 
mised to the peak of its 
run-getting potential. 




Ah, how I yearn for the golden days 
of Cinema ware! Now there was a 
company that knew how to do it 
right! And though TV Sports Baseball 
lacks some of the company's distinc- 
tive style and panache (the graphics 
aren't quite so smart and the presen- 
tation element has been played 
down), it's obvious that the game's 
been built on the same firm 
gamepiay foundations. Less technical 
and tortuous than the management- 
led simulations, more playable 
and immediate than Domark's 
RBI 2, TV Sports Baseball Is 
probably the soundest rendi- 
tion of the sport so far. Like 
Football and Basketball 
before it, it's playable and 
involving enough to attract 
even those who couldn't give 
a monkey's about the real 
sport. For a sport as depthy as 
Baseball, the game is surpris- 
ingly friendly and easy to use. 
There is no tedious fiddling 
with complex commands, and 
even without a glance at the instruc- 
tions you can pick It up and get the 
hang of things quickly - the designers 
deserve credit for coming up with 
such an instinctive control method. 
At first the computer player will 
walk all over you, mainly because 
the batting's difficult and takes a 
while to get used to, but once those 
skills have been acquired, TV Sports Baseball Is a tremen 
dous laugh, particularly against another human opponent. 
The management element is thankfully unobtrusive and 

only needs to be tampered with if 
you want to experiment. Graphically 
it's better than Its nearest rival RBI 2 
(Cinemaware used the same 
technique of videotaping real 
players, and the results here are 
more realistic), and the profusion of 
sampled sound is admirable. AM 
sports fans, not Just those interested 
In baseball, should check this Out, 



L15TJUILITY 



I 



II E I 1 I L 



111 
III 



I 








Bizarre! Four strange new planetary 
system $ have suddenly appeared in 
the Galaxy, each 
of which appears 
to be to be relat- 
ed to one of the 
elements - Earth, 
Fire, Air and 
Water. Nobody 
knows where the 
planets came 
from but one 
thing's for sure - 
they spell trouble. Each is festooned 
with all manner of weird alien filth 
that requires immediate purging 
before it starts spreading to the 
inhabited worlds. 

In case you hadn't already 
realised It, we're in shoot-'em-up ter 
rftory. The player has to pilot his one 
man fighter across twelve alien 
landscapes, blasting aliens and end 
of- level guardians alike. Power ups 
appear from time to time and have to 
be snapped up before they zoom off' 
screen. And... Oh, you get the Idea. 
Co look at the pretty pictures and 
read the captions why don't you? 



Elemental, my dear Watson/' says David 
Upchurch when asked about the baddies in 
Ubi Soft's disappointing shoot-'em-up 
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(Abov«} One of Starush's few novel 
features Is the fact that the player has 
but one life. The player starts the 
game riding a hoverbike-type thing, 
but if you get hit the bike blows up 
and you're reduced to flying around 
in a jetsuit. Take another shot and 
you're left running along the ground, 
entailing much jumping to avoid the 
alien attacks. Tricky. The big problem 
with this idea is that the more you get 
hit and stripped of your powers the 
tougher the game becomes, When 
you're a novice (and getting hit regu- 
larly) this just conspires to make a 
hard game harder and consequently 
more frustrating. 



It's strange, isn't it? Months and 
months of nothing but flight sims 
and strategy games and then sud- 
denly a glut of shoot-'em ups swamp 
the market, Do software companies 
think that the hotter weather is turn- 
ing Britain into a nation of gun-toting 
maniacs? Maybe they think the hole in 
the ozone layer is frying our brains. One 
thing's for sure, with so many blasters 
to choose from it's not really a good 
time to release another, especially one 
so dep res singly average as Starush. 
Ciarnep lay-wise it's so 'paint by num- 
bers' it looks like it was written by an 
Amiga let alone on one. It's got more 
than it's fair share of annoying 'quirks' 
too, like the way your vertical move- 
ment is restricted to a narrow band of 
the screen and the way some aliens 
whizz on-screen without giving you a 
chance to avoid them. Graphically 
Starush is just about adequate but has 
an unfortunate 'out of date' look, as if 
the sprites and the backdrops have 
been ported across from an Amiga 
game of two years ago. There's really 
nothing in Starush you haven't seen 
before and better in either Apidya or 
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Talk about VFM! Starush boasts not one but TWO end of -level bad dips 
per level. Nat possible, surely? But you've reckoned without the logic 
of those damn cunning Fren Chios, Each level has to be travelled twice, 
once going from left to rfght and then again travelling back from right 
to left. Each trip ends with a big baddy blast-out. OriJy having 
destroyed the level's second meany can you progress to the nent. This 
isn't too difficult as not only are the baddies poorly animated they're 
Iso remarkably easy to kill. 



(Above) Power- ups appear at pre- set 
points on the landscape. The player 
has to be pretty sharp in his reactions 
to scoop them up before they scroll 
off the screen. The power-ups reward 
the player with a number of enhance- 
ments, ranging from the usual 
weapons upgrades to a magic shield, 

(RIGHT) At the beginning of th* gam* 
the player is presented with this 
rdther nice options screen. By mov- 
ing th* gloved hand over the number 
keys the player can choose between 
one or two players, music or sound 
effects and either of the four plane- 
tary systems to start playing on. 



Project-X so unless you're absolutely 
desperate for some? alien-smacking 
action I'd recommend you look to them 
Tor your kicks instead, 
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MEGAFORTRESS is 
ready when you are 



It's the enemy's worst nightmare; a nearly 
invincible heavy bomber, carrying enough 
firepower to destroy the most heavily 
defended installation in the world. 

Megafortress is in a class by itself; a radically 
modified 852H Stratofortress, with 
radar-absorbing fibresteei skin and enough 
state-of-the-art sensory and weapons systems 
to jam and blast its way into any target on 
earth. 

Flying Megafortress isn't easy, you're a Pilot, 
Navigator, Electronic Warfare Officer and 
Gunner all rolled into one! 

Megafortress' multi-position bomber features 
complete electronic countermeasures 
technology, terrain guidance radar, multiple 
missions, and a massive arsenal at your 
disposal. Full colour VGA graphics and 
Sound Blaster/Adlib sound boards 
support brings the reality of 
long-range strategic air 
assaults into your home, 

Available for Commodore 
Amiga, IBM K and 
compatibles, and 
CD ROM. 
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RTRESS 



Offensive Weapons station 



Raied on 'Right of the 
Old Dog*, Dale Brown's 
best selling novel. 






MINDSCAPE 



Naviqaiw'\ Station-Qtobal Oiiptay 



Pilot's itatiar 



Mindscape International Ltd 

Priority House 

Charles Avenue, Mallingi Part 

Surgeu Hill 

W SUSWX KH 15 9PQ 

Tel: (0444)216333 
Fax. (0444) 2A&996 



tat information oil all Mindscape products please phone 
(0898) 23421 4. (Please note, calls charged at 36p per minute 
during cheap rate and at 4f p per minute at other times}. 



1 



■ 1*i M l k ^| 




; ■ _.. 



am ■ ilium ' - 



- * ■ — 



Experience the exotic world 

of the bestselling science fiction 

fantasy epic of all time 






Available on PC and Amiga 
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MONKEY ISLAND 2 




Monkey Island 1 it superbly structured. Due to Largo's, 
punitive tdjtiny of anyone wanting to leave Scant] 
Island, the player (l limited to exploring the relatively 
small number of Juration scattered about the inland. 
Only y^ht" the player has got rid of Largo does the 
g<tme open up and allow the player to sail between 
iiUndV Basically what this amount! to is a clever way 
Of giving th* player the chance to get familiar with the 
*K(*l'e"t use interface before the difficulty is i r,.nl<«-H 
Up. Monkey Island 2 if J huge game and being able to 
travel around freely from the word "Go!" would jutt be 
too daunting for the notice player. 



LeChuck's Reuenge 



You went ape over The Secret of Monkey Island, but will you 
bananas over the sequel? David Upchurch starts monkeying 
around— 
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Monkey Island 2's graphics are nothing short of 
amazing, being colourful and wonderfully detailed. 
Here in the costume shop you can spend hours star 
spotting alt the famous film and TV characters 

depicted in the racks of fancy dress costumes F,n.h 
location was originally a hand-painted image which 
Lucasfilm then scanned in and touched up where 
need* be, The results, as you can see from the 
tcreemhots in this review, are worth it ■ the graph' 
t« have a 'natural' look, far removed from the stilt 
ed nature of those drawn with a paint package. 




At last. Monkey Island 2 - the 
perfect way to while away 
those steamy summer even- 
ings - is here. So, set up your Amiga 
next to that hammock strung 
between the two palm trees, pour 
yourself a long cool glass of Lilt and 
get your mum to throw bowls of 
water onto the pavement outside to 
simulate waves lapping on a white 
sandy beach as you prepare to return 
to Monkey Island 2 for yet more 
Caribbean capers with Guybrush and 
CO. 

Monkey Island 2 takes place a few 
years after the conclusion of the first 
game. The 'heroic' Guybrush Threep- 
wood may have grown a bit older, as 
indicated by the brown bum fluff 
speckling his chin, but he's still as 
recklessly impulsive and over-enthu- 
siastic as ever. Having boned everyone 
in the Caribbean rigid with repeated 
accounts of how he alone defeated 
the gruesome Ghost Pirate LeChuck, 
Guybrush decides it's time he went 
on a new adventure. But what could 
he more impressive than ridding the 
seaways of LeChuck? Why, finding Big 
Whoop, of course, that fabled trea- 
sure with a worth beyond the imag- 
inings of mere mortals! 

But first Guybrush must charter a 
ship off Scabb Island, his current port 
of call. This wouldn't be so difficult 
if it weren't for the fact that Largo 
LaGrande. LeChuck's nephew, has 
decreed that anyone wanting to leave 
the island has to pay an extor- 
tionate tax before they can dis- 
embark. So, first things first, 
Guybrush has to create a voodoo 
effigy of Largo to scare the bully- 
ing scoundrel away. A simple 
enough task - or so it seems. 

Little does Guybrush know it 
l but his foolish meddling with 

the occult has BAD side 
effects and results in the res- 
urrection of every honest 
sailors worst nightmare - 
LeChuck himself! And this 
time he's REALLY pissed off, 
especially with a certain Mr 
Threep wood! The lines are 
drawn for this, the final {?> 
fateful confrontation between 
Guybrush and LeChuck. I know 
who I'm putting my money 
on. Hey, 20 Gold Dubloons on 
the smelly, mouldy guy 
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Monkey If land 2'| user interface is one of the sirrt- 
piett and molt user friendly a round . Everything is 
mout* controlled. Petitioning th* mouse cunor in 
the gam* window, the player can make Guybrush 
waik from place to piece by just clicking with the 
i*ft mouse button. Mora complex things, like 'Look 
at' or 'Pick up', require the player to click on on* of 
the nine action icon*, at the- bottom of the screen 
end then click on an it*m in the gam* window. To 
speed thing* up slightly, a secondary action icon it 
highlighted at the moUH (Urfor nwrtl across th* 
screen which can b* selected by clicking with the 
right mouse button, Th* Icon depend* on th* loca- 
tion or item under tha cursor - If it's a book or a 
painting, toy, than tha icon will be 'Look at' where- 
at If If i a door it'll bo 'Open'. 



jiii iiiui 

•Mm - -i " F W u ** 

■.'jljW'iga mmi 

,»■«■■ .Mil* ■ * efc*i-' 




At tha itart of th* gam* th* player is given th* 
Option to play either the 'full' Monkey Island 2 
witb all the puzzles at top strength or a watered - 
down novice's version where some of th* puules 
h*ve bnn semi-solved. Thanks to some 
forethought on Lucasfilm's part lb* puzzles have 
boan Sufficiently changed between the two 
versions to that you can't play the simpler gam* to 
got duet to th* harder on*, to all you (boats out 
that a can calm down now. 
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This it the bloated Governor Phatt, the crooked ruler of Phatt if land, little doot Guybrush know It, 
but LoCbuck ha* placed a hug* bounty on hit stubbly llttia hoad and iff a bounty that Governor 
Phatt intends to collect. Atuoon at Guybruth puti on* foot on Phatt if land ha it arretted and 
brought before Phatt., who kevealt Guy brush* grim fat*. Big, important 'tot pi*c*' con variation* 
Ilk* thlt take place lit animated clot* up which I don't f*al work that wall. During 'normal' conversa- 
tions th* figures' fat** ar* small with only grots facial movement* displayed - the player then finds 
himself using his imaginattonUo fill In tha gap* and add character to the tiny sprites, However, in 
theie close ups everything It ttiown and nothing It left to the imagination and th* result, while not 
exactly bad. is disappointing ahd a little jarring. 




Every so often the player it rewarded for hit 
progress with toot* form of brief animated 
interlude, It's provides a welcome chance for 
the player to tit back, take a twig of Cob* and 
enjoy a brief respite from th* garnet endless 
puczhti and conundrum*. Her* Guybrush's 
attempts to climb a tre* end in a nasty tumble- 
Knocked unconscious, our hero haa a vary 
bizarre dream. He is visited by hi* long lost par- 
ents who promptly take off their skins, reveal- 
ing the whit* bonet underneath, and do a little 
tong and danc* routine. But they're not doing It 
for fun ■ you'd be advised to write down what 
th*y ling 'cot It conies In handy later, 
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Guy brush Threopwood w*nh to set off in search of Big 
Whoop - but Largo LaGrande wont lot him I The fiend's 
put « hefty can on anyone who wants to leave port and 
no-one can afford to pay it. Well, nearly no-one. Fortu- 
nately Guybrush is loaded with the cash he received for 
defeating LeChuck and so sets off into th* town of 
Woodtick to try and find a «hip to charter... 




(Above) No sooner has Guybrush tat foot in Woodtick than 
he's approached by th* big bad bully largo himself. 
Before you can lay ''Help, I'm being robbed" Largo's 
mugged Guybrush and taken all his cash! Penniless and a 
tittle shaken, Guybrush walks into town... 

The carpenter doesn't mind you hiving a look around 
but touch anything and ha gets vary touchy. 
Sympathetic to your recently- mugged plight, ha explain* 
that what this town, really needs is soma way of getting 
rid of Largo... Ilk* a voodoo doll. 

Tha pub landlord is a grumpy win-so, mainly because 
ha keeps getting beaten up by Largo. Having just been 
duffed over, the landlord reveals that although he can mi* 
any drink you care to name he can't make the thing that 
would do this town some good... a voodoo doll of Largo 
LaGrande. (Starting to get th* picture?) 

Th* pub's cook makes excellent grub but he gets very 

Involved in hit work. Ho won't talk to you or pay any 

intention to you while he's trying to 'create' - which givat 

you the perfect opportunity to nick his knife which lies on 

the table! 

Wally th* shortsighted cartographer has mad* exten- 
sive research into trie legend of Big Whoop and 

believe* h* knows where it is! Of course, he's not going to 

tell you anything so bo off with you! 

The Men of Low-Moral Fiber 1 " are back! Like everyone 
els* in Woodtick they're thoroughly sick of Largo 
LaGrande and really wish they had a « you guessed it - 
voodoo doll of him. Marty, who runt the dry cleaners, is a 
deaf as a post and twice as thick so ha doesn't seem to be 
of much us* to you. at least, not yet anyway. 

This inn is where Largo stays - for free, of course. The 
burly innkeeper won't let you even get Within ten foot 

of Largo's room so somehow you've got to distract him. 

Hmm, that pet baby crocodile tied to th* pillar... NOW, 
where did you put that knit* you picked up earlier? 

Ah -ha! Your cunning plan worked and you've managed 
to sneak into Largo's room, Largo Is a right pig - th* 

room is a complete mess, with old food scraps on the 

floor and clothes tossed everywhere, And what's this? 

Largo's wig! The bully's a baldyl Take that - it may com* in 

handy later,,. 

Having explored the whole of Woodtick it seems as 
though you're going to have to look further a-field for 
a mean* to gat rid off Largo. So, where to next? 

In this creepy graveyard II* the bon*l of many a poor 
pirate cut down in his eut-throat prim*. In one of tha 
graves lies th* remains of one of Largo's unfortunate rela- 
tival - no doubt put six foot under by Largo himself. 

While in Woodtick you heard rumours of a mysteri- 
ous old Voodoo Lady who lives out in the swamp. 

W*lt r here you are, at the swamp. Looks like the only thing 

for it is to paddle that creepy- looking coffin through th* 
dank waters and see where you end up. Spook ! 

And here's where you end up - in The International 
House of Mojo, home of the Voodoo Lady. She 
reveals that she can create a voodoo doll of Largo 
LaGrande for you, provided you bring h*r four special 
Largo-related ingredients - something of the head, some- 
thing of the thread, something of the body and something 
of the dead. Wall, that wig might just do at a pinch for the 
something of th* head' and if you Have a dig about in 
that grave you saw earlier you might be able to find 
'something of the dead', but where are you going to find 
*h* rest of the stuff? This is where the fun REALLY starts! 
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The puizles and problems rang* from th* relatively 
straight-forward 'Use item X at location Y' type to the 
mind-bustingiy devious, rake this one, for instance. 
Guybrush needs to get some information from the 
Gambler* Club but the d norma, i, who remains unseen 
except for his hand poking through th* eye slit, has to 
b* told th* password before h*'H reveal all. This involves 
solving a wnird code to do with th* number of finger* he 
holds up. It's incredibly frustrating... until you solve It. 
Than, believe ma, you'll kick yourself for not getting it 
sooner. I spent an hour trying to work this one out. 
Lucasfilm. I hate you. 
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Monkey Island 2 hat jokes that will appeal to everyone, ranging from spit- 
ting/pukingjfarting toilet gags to clever word plays and set up*, The jokes 
»iw« so thick and fast that even if you don't find the current one particular- 
ly side splitting you can bet there will be another more to your tatt* along 
in a few mompnts. 
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It't not really possible to die in Monkey Island 2 - the worst thing that 
can happen is that you get hopelessly stuck. While this means that you 
can try anything, no matter how outlandish, without having to worry 
about tha game ending abruptly, it does take the tension out of certain 
confrontations when you know that there is no threat of death. 



(Loft) Fans of Th* Secret of Monkey Island 
will revel in the chance to reacquaint them- 
selves with old friend* (and foes' . My per- 
sonal favourite is Stan, the manic salesman 
who is an perpetual state of verbal 
overdrive. This time around he's trying to 
flag used coffins, And you know Stan - if he 
can't Sell 'em nobody can, 
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TTOU can talk to any character by simply selecting the J Talk to' action icon 
then clicking on one of the characters on-screen, A list of four or five conver- 
sation snippets then appears at the bottom of the screen and the player 
Simply selects one with the mouse to say it. Once the character has replied 
more conversation snippets appear. Some of these conversation pieces 
can b* Very weird and it's worth giving some of them a try just for the 

humour potential. 



Once again Lucasfilm has come up 
trumps. Monkey Island 2 is a game 
that is surely destined for The 
Computer Games Hail Of Fame, a 
dazzling triumph of game design 
laced with humour and drenched in 
atmosphere. It 's better than The 
Secret of Monkey Island In Just about 
every respect - * pretty amazing feat 
in itself! The graphics are simply gor- 
geous, rich with colour and life, and 
you'd be hard pressed to tell them 
apart from the PC originals. The 
tunes are good and have that annoy- 
ing catchiness which means you find 
yourself humming them at embar- 
rassing moments during the day. The 
much-vaunted iMUSE musical system 
turns out to be a bit of a damp squib, 
though - the only practical upshot I 
noticed was that the tunes faded out 
when you moved from location to 
location. Wow. Like 99.9% of games 
converted to Amiga from PC It's the 
disk accessing and swapping that's 
the big bugbear. As you'd expect, 
there's quite a lot of It but 
Lucasfilm 's programmers have clever- 
ly designed the game 
so that once a location 
has been loaded in from disk it is stored in 
RAM - when you return to the same location 
later on It doesn't have to be loaded again. 
Thanks to this system Monkey Island 2 is per- 
f fectly bearable even if you've only got the one 
disk drive, although obviously two Is better 
while a hard drive Is Ideal. Anyone who loved 
_ the first game will need no more encourage* 
merit to set sail for Monkey island again, 
while those who've not yet visited Its fun- 
filled shores would be advised to book a ticket now. If, hav- 
ing played Monkey Island 2, you don't rate it as the best 
game of the year (or any other year, for that matter} then 
I'll be a monkey's uncle! 
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EAD US 
NOT INTO 

Temptation, 

but deliver us 

from Evil... 

Sick and tired of playing the 

same old, sterile, graphic 

adventure? 

Then envisage a new playing 

experience where each 

character can go about his or 

her own affairs independently 

of your actions, where each 

scenario is different every 

time you return to it, where 

you can experience "real 

world" environments. 

It's happened. 

Lube of the Temptress has 

been developed using the 

'Revolutionary* Virtual 

Theatre™ system. 



virtual 
theatre 
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GAMES SURGERY 



Hey! You gotta problem, 

buddy^Yeah. you - the one pulling 
your hair out because you can't 
crack your hot new game. Man, do 
you look a mess. What you need to 
do is meet my pal Kill Zone- Yeah, 
dafs right - THE Kill Zone. He's 
beaten em all, and he's willing to 
teach you all he knows and for 
nuttin'! No charge. Zilch He's the 
man to trust, I tell ya. 



In rjrrif'r to r^fflOVP yGUx Kill Zon£ L Supple moot 
from the *t»nirp of the <Tiafjartnc, dimply h old the 
section lit- two en thumb and forefinger, hold 1 in ■ 
n'U ol itw mugaixnp at the. top and dvefully pull. 
tfEy-vyiziyl You now have ,1 completely separate 
Ijp^ m.iq.Tzme. And for fr^r Nke, biih^ 
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Attention all brolly 
bashers in bubble 
trouble! Ocean's here 
with some super- 
copious tips for this 
smasheroo of a 
game! 



Parasol Stars is a very big game. 
Eight worlds with seven levels per 
world is a lot of game ■ and that's 
not counting the three secret 
worlds! In all there are 77 levels of 
brolly frolics to complete before you 
finish the game tetany. Obviously, 
then, it's not the sort of game you 
can expect to waft? through the first 
time you sit down to play it. You 
need to discover the method behind 
the apparent madness going on on- 
screen to take full advantage of the 
more off-the-wall features of the 



882CO 



PARASOL 
TRAINING CAMP 

Okay, let's begin with some bask 
para sol- wielding technique,. The fun- 
damental rule is "Don't panic!". 
Even if the odds look overwhelming 
take a deep breath and R-E-L-A-X for 
the game is very easy - well, on the 
first few levels it is r anyway! Here 
are the crucial manoeuvres you'll 
need to learn to become brolly 
good: 

• The 'Come Hither' Manoeuvre - A 
baddy is advancing towards you and 
there seems to be no escape? Ah, but 
simply hold down the FIRE button 
and your parasol will unfurl before 
you into a nigh-on impregnable 
shield. Stand your ground until the 
baddy impales itself on the brolly's 
shaft then release FIRE, The baddy 
will be sent hurtling to it's doom. 

• The 'Up Yours' Manoeuvre - So 
there are baddies patrolJing the 
platforms above you. Hold down 
FIRE and pull DOWN on the joystick 
to raise your parasol above you. 
When one of the meanies walks 
directly above you push UP to jump 



CREDIT 1 







and spike the bad guy on your brol- 
ly. Dispose of it as you will. 
"' The 'Greening' Manoeuvre ■ 
Collect something gn your brolly,, 
either a water drop or a dead baddy. 
Now perform the 'Up Yours" 
Manoeuvre and any baddies making 
contact with your parasol will turn 
green (or blue if your in charge of 
Bob instead of Bub) and roll about, 
completely helpless. Ha-ha! 
• The 'Collection' Manoeuvre - Turn 
as many baddies green as possib<e, 
push them around until they're all in 
a line and then throw something at 
them. The score you get doubles for 
each baddy hit. In some cases it's 
possible to get a score of Over 




5Q0.,0G0 from a singfe throw like 
this! 

• The 'Decapitation' Manoeuvre - 
Napoleon said of the Italian army: 
"Cut off the head and the body 
dies". In Parasol Stars there are cer- 
tain baddies who just sit in a corner 
and make lots of little nasties. 
Obviously you need to get fid of 
these as soon as possible - once they 
are gone the other baddies are mere 
small fry to be picked off at your 
whim, You kill these baddy genera- 
tors by either throwing another 
stunned baddy or a mega water- 
drops at them. 

CREDITS DUE 

In the course of finishing the game 
it is inevitable that you're going to 
die occasionally. Only the elite para- 
sol wielder can expect to complete 
the game without the dreaded 
words "Continue, 10, 9, B..." pop* 
ping up occasionally. And if you 
want to avoid seeing "Game Over" 
then you'll just have to pick up as 
many credits as you can manage. 
You may have noticed that if you 
throw something thr-ough certain 
areas of the screen then food mag- 
ically appears. Such an area is 
called s> 'Food Space'. You'll also 
notice that as you collect more and 
more food it becomes more eso- 
teric and expensive, You start with 
humble turnips and apples and 
progress to kebabs, roast fish and 
bottles of wine. Keep going and 
eventually you'll get what you've 
been waiting for: a 100 coin worth 
an extra credit. 
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TIPS 







In order to get as many credits as 
possible you need to 'milk' each level 
for bonus items. Found out where 
the food spaces are on each level 
arvd throw something through each 
one of them. Each -food space will 
yield a maximum of two bonus 
items. But remember to milk, the 
spaces before you clear the level 
because all the food spaces disap- 
pear when all the baddies are dead- 
By efficient milking you should be 
able to earn as many as twenty extra 
credits in trie course of the game, 

IT'S A MIRACLE! 

Useful things miracles - very handy if 
you run out of beer at a party or 
accidentally cut off your ear or you 



die and want to live again. The best 
miracles, however, are those that get 
you into Parasol Stars' secret rooms 
at the end of each world. 
To get a mi racle you simply need to 
collect three miracle icons, you 
know, those little blue squares you 
occasionally see floating around. 
They tome in four fab flavours: fire, 
lightning, water and star. 
If you collect three different icon 
then you'll get a miracle alright but 
it'll be a pretty feeble affair, just 
awarding you a few measly points. 
Get two of three icons alike and 
you'll turn all baddies green, which 
is quite nice but not what I'd call a 
REAL miracle. 

Now if you collect three miracle 
icons of the same type then things 



really start to happen. All the bad- 
dies will fly up into the air and turn 
into giant food items worth 100,000 
points each? And, when you get to 
the end of the world and defeat the 
big baddy, you'll see a door appear. 
Go through this and you'll enter a 
secret room containing a mega 
bonus item, of which there are four 
very different types depending on 
the icon type collected: 

• A water miracle gives you a crys- 
tal ball- This makes the bonus items 
which appear on each level pop up 
after three seconds instead of ten. 

• A fire miracle gives you a magic 
lantern. This makes all the food 
except the 100 coin (which isn't actu- 
ally food anyway) appear as money 
bags worth 10,000 points. Very use- 
ful for stacking up on lives. 

• A lightning miracle gives you a 
bell. This flashes the screen red each 
time a bonus object is about to 
appear that you can use to kill the 
nasties. 

• A star miracle is something rather 
special- Depending on the level 
you're on it gives a different effect. 
Up to and including World 7 a star 
mirade will reward you with 100 
credits! In World 8 a star miracle gives 
you the chance to visit two secret 
worlds. If you then get a star miracle 
in the first secret worid then you'll be 
given a red balloon to use at the end 
of the second secret world. 

On any given level if a miracle icon 
appears then it'll always be the 
same. But be warned that some lev- 
els don't give you any icons at all. To 
get the miracle icons you need to 
have killed a minimum number of 
baddies since you last saw an icon or 
you last died. So, in order to get all 
the kons possible, you will some- 
times have to hang around on one of 
the earlier levels and wait for bad- 
dies to be generated so that you can 
kill them. Takethe Woodland World, 
for example. If you kill an extra eight 
baddies on Level 1 then you'll get a 
I ightning icon on Level I, If you then 
kill an extra ten baddies on Level 4 



then you'll get another lightning 
icon of Level 5. 



LEVEL BEST 

My word, look below for advice on 

how to win EVERY level of Parasol 
Stars, impressed? You blurnmin 1 well 
should be,,. 

WORLD 1 

1-1 Use the 'Greening' Manoeuvre to 
clear the screen. 

1-2 Kill the trumpets and accordions 
first then milk the food spaces. 
Clear the level by killing the pink 
" piano, 

1-3 Lots of 'Up Yours' Manoeuvres 
will see you right here. 

1-4 Fire two drops at the piano then 
wait. The accordions will go 
green -when they touch it. Bop 
them all for a mega score! 

1-5 Go to the top of the screen 
quickly by dropping through the 
hole in the bottom. Collect five 
water drops and flush the bad- 
dies away - but make sure yctu let 
one triangle survive, Milk the 
food spaces then kill that poor 
triangle. 

1-6 Kill everything ■ and make sure 
you don't get the water icon! 

1-7 Get the bottle and spin a big 
bubble, Stay on the second ledge 
up and shoot at the drum with a 
lightning bolt. When the big 
baddy gets near you drop down 
and run underneath it to the 
other side. Climb up to the sec- 
ond ledge again and repeat. 
With a big lightning bolt the 
drum takes just five hits before 
it heads towards the big orches- 
tra pitjn the sky. 

WORLD 2 

2-1 Climb straight to the top of the 
screen, 'green' the cars, kill the 
tree then go hunt the lions. 

2-2 Move right a bit and spike the 

unicorn on your parasol. Then 

jump up and bop everything 

-from below with the dazed uni- 
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PARASOL STARS 




Don't forget to go milking! 
3-7 Get the flask then stand on the 
bottom ledge with your brolly 
up. Watch for gaps in falling 
rocks. The big nasty takes ten 
good hits before it'll leave you 



WORLD 4 

4 1 Grab a gun then qreen the bad- 
dies Go arauno milertihy 
points 

4 2 Stand in the middle of the 
screen with your brolly up and 
let the baddies fall on you. 



(uin Now yo and round up the 
point? 

2 i Milk the food space; at ihe bot- 
tom ol the screen then collect a 
single drop, stand under the 
baddies then green them all by 
making little hops. Now go col 
lect the points 

2-4 Go to the middle ol the screen 
with your brolly up Green the 
bats and kill them then get rid o' 
the tree. Do a bit of milking on 
the lowest ledge then mop up 
the baddies. 

£ -i Go straight to top-left of the 
screen and throw lions at the 
tree to kill it Milk the food 
spaces then clean up, 

2-6 Follow the guideline! to level 2-5 

2-7 Don't, panit ! Keep your brolly up 
to protect you from the little 
birdies and lay down fire on the 
platforms in the middle of the 
scr een Within no time at all you 
should be flying off to World 3. 

WORLD 3 

3-1 Build up a bfq water drop and 

green (he little nasties. Wait for 
the penguins to gather tiien 
wash 'em away. 
i-2 Go up to the third little ledge 
and waste the tortoise. Jump 
and kill the penguin with its 
corpse. Milk the top row's food 
spaces then wash the baddies 
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, iv with a Wilier burst. 

3 3 Kill ihe tortoise. Colled water in 
the middle of the screen and 
then wash the hermit crabs 
away. 

3 4 Pluck baddies from inside the 
platform arrangement and 
throw them away. Get the pur- 
ple heart and note the configu- 
ration of fruit that appears. Is 
this a clue? What secret is IN 
here? Can you get ALL the fruit? 
The^a ,iTid other questions are 
left hanging in the air like For - 
ciotten dreams... 

3-S Simple enough. Milk the food 
spaces and kill everything any 
which way you can 

3-6 Kill the hermit crab first then 
deal with the penguins, they 
only lake a couple of hits. 



Snap up t hose points! 
4-3 Do lots of 'Up Yours' manoeu- 
vres and jump on the drops to 
get inside the platform com- 

P '"•■' 

4-4 Kill the planes first then to Meet 
the fire drops. Take the collect- 
ed drops to the top of the 
screen and drop them to kill 
the engines. 

4-5 Jump up, keeping to the side of 
the screen, and keep f iringt 

4-6 Grab a chessman and throw 
him at the engine then do the 
same with the little bolt. Drop 
down through the gaps- to get 
to the top of the screen and 
wait for the engine to go back 
and then throw drops at it. 
Milk for points then tidy up. 

4-7 When the Transformer is a 



plane then keep to the bottom 
of the screen with your brolly 
up. When it changes get 
behind and above, it. Throw 
wafer at it then return to the 
bottom of the screen when it 
thanges into a plane again. 
Repeat until the nasty cops it. 

WORLD 5 

5-1 Hey, just kill "em. Easy. 

5 -2 Drop through the bottom of the 
screen to get to the top ot the 
screen. Kill the dice and then 
■collect a big flame drop. Throw 
it through the wall at the bot- 
tom of the screen. Tidy up. 

5-3Collect a big water drop. Jump 
and throw it through the wall 
to the left or the right. It'll flow 
through the plumbing and 
wash out a fruit machine 
Repeat from the other side. 
You can wash yourself away if 
you need to get something 
from out of there. 

5 4 Ignore the corns. Get a water 
drop and stand m front of the 
fruit machine. Collect more 
water drops then wash it away. 
Clean up. 

5-i Jump on the water drop to 
climb then use fire drops to kill 
the nasties. 

5-6 Grab a king then green every- 
thing. Collect the points 

5-7 The lady baddy will make for 
you, pause then come after you 
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again When on the mow she'll 
keep iii a straight line, only 
changing direction aftei she's 
paused for thought. Use this 
fact to kfep her to the middle 
of the screen Go to the left of 

platform up and lire A\ she 
staris to move again run under 
neath her and repeal the above 
from the right a' ihe screen 

Keep your brolly u|i <ind take 
your time. 



WORLD 6 

6-1 Go to the 



Kill ri 1 1 the baddies within range 

and get the rest with star swirl? 

6 ? Use star swirl 1 ) again to escape to 
victory. 

6 3 Stay in the corner ol the screen 
and wail for the had CjuyS to 
temp to you then use the stai 
swirh to kilr thorn 

fi H Bit tricky this. Keep your brolly 
up and col Irt I (our drops and 
only foui drops Wad lor the 
i hoppei (ii com? down and zap 
• I. Thrgwdrops ihroucjh the 
to get a I the other chopper. Lay 
down fire on the top of the wait 




6-5 Drop hie throug! the) n the ■ ; ' 

middle of the screen. When Iho is<ape Keep lo tht- bmioai ■■' 

heat 's off qo down and limshofl thc^u-en 

theresl. WORLD 7 

6 6 J. imp loft and tj»-t ihe satellite }■ 1 C i > I ■ : '■ a . ap dr^p from above; 

and then the tivn plain 1 ". Wait run left and then gel ,i bi<j 

until the t, o^isi <s rip.tr i hen drop m Usi 1 J and i lean up the load 

down into tha middle ' dies 

area Kill the remaining baddies t } Culled two tirops, use ' I "■ > lint 

with slar switis ton ■.- n- '■ ■ '| ! " '■ • ''•■ top of the 

6-7 Gel the flask Put your brolly ■ ; .creen h i oiled a lug /an Kill 

and stand m Hu' middle of Hit tin 1 lug In is ■■•■•"■ ■ < and i lu p 

screen When the saucer -. 1 . ■ i ^- .' : : Keep throwing drops :it the 

mowing gel out ol the way ■«■<! ■- . until >' cjop? green Ihen 

drop fire on where it's lallmg use that to green the nlhers and 

Don't drop fire Ihen move as you rjn 
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7-4 Run to the middle of the screen, 

collect a big drop and use it to kill 

everything. 
7-5 Stay where you fall, collect a big 

7ap and kill the big hot. Tidy up 

before you move on. 
7-6 Don't panic! Stay at the bottom 

of the screen and use star swirl? 

to kilt the baddies. 

7-7 The boomerangs aim for where 
you were standing when they 
were fired so the best advice is 
to keep mowing, try not to 
linger in the middle of the 
screen and keep your brolly up! 
The brolly may not protect you 
but it means you can fire off a 
star swirl at anytime. Don't fire 
when you need to move and 
take your time. As soon as 
you've dodged one boomerang 
change direction to avoid the 
next and KEEP MOVING! 

WORLD 8 

8-1 Raise your brolly from the word 
"Go" to green the bats, ghosts 
and lizards. Dispose of them 
then pick off the rest from the 
below. Finally collect the star. 

B-2 Kill off the nasty on the bottom 
first and try to throw it at the 
helicopter. Keep your brolly up 
as much as possible. Try to get 
the star, When the bottom is 
clear use the star swirls to get at 
the Dohs. 

i-3 Kill everything at the bottom of 



the screen and avoid picking up 
the fire icon. Get the choppers 
by throwing four drops at them 
and then use one chopper to 
mop up the rest. 

8-4 Very quickly jump and get the 
doll. Throw it at the Doh to your 
left and then throw drops at it 
This is very hard and you will 
probably lose a life. Once the 
bottom Doh is dead use star 
swirls on the rest 

8-5 Clear up the bottom of the 
screen. Keep your brolly up as 
much as possible. Climb up the 
side of the screen to the top and 
when Doh is out of the way 
jump across and down into the 
pit and kill the spacemen. 
Collect a star swirl and kill Doh. 

8-6 If you have two star miracle 
icons then k II the surrounding 
baddies and go and stand in the 
akove opposite the one you 
started in. After ten seconds the 
third star miracle icon will 
appear killing everything If you 
don't then kill the little nasties, 
keeping your brolly up, then 
collect a big fire drop and take 
it to the top of the screen, Wait 
for Doh and pump over his mis- 
siles. When he is close enough 
drop the fire in front of him and 
then go kill the chopper. 

S-7 Go to the top-right of the screen 
and drop water on the dragon, 
Run to the left and drop down 



to the bottom of the screen. 
Wait for the dragon to move 
towards the bottom-left. Move 
to the right and when the drag- 
on reaches the bottom of the 
screen make you way to the top 
and start dropping water again. 
Repeat until the dragon is dead. 

THE SECRET WORLDS 

The three secret worlds are designed 
to test the mettle of advanced para- 
sol wielders, If you've got that far 
then you'll know all there isto know 
about greening, decapitation and 
collecting, so I'll leave it to you to 
find the best way to complete them ! 

TWO PLAYERS 

The above guide was written with 
the lone player in mind but Parasol 
Stars is an excellent romp for two'as 



BONUS ITEMS 



On nearly every level you will 
get a bonus item of some kind. 
At first all you seem to get are 
red hearts, but as you play on 
you'll find you start getting 
some of the more interesting 
items. What is happening is that 
every time you wore 100,000 
points or more then another 
type of bonus item is added to 
the list of possible stems you can 
collect 

Which item actually appears is 
determined by adding the sec- 
ond to last digit of your score 
(i.e. the 'tens' digit) to the posi- 
tion of the last object to appear 
in the list below. If you die then 
you're moved back down the list 
fifteen places. If you use a 
Continue then the pointer is 
reset to the beginning of the list. 
For example, if the last item 
added to the list of collectibles, 
was the Blue Button and the 
'tens' digit is a 4, then the next 
item to be added will be the 
Orange Jug. 

When you restart a game the 
total of objects you can collect is 
kept over from the last game, so 
it is possible tq see all the 
objects and not even get off 
Level 1! 
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well. The same basic techniques 
described above will get you 
through the levels but here are some 
useful additional points; 

• You need to cooperate sometimes 
to stroll the screen the way you 
want 

» You can jump on the other play- 
er's parasol if it's up, 

• You can throw the cither player 
through walls. 

• You can throw the other player 



through food spaces to milk levels 
quickly, 

• If one player loses all' his lives 
white fighting an end-of-world 
baddy and uses a credit to continue 
the baddy's energy is restored to half 
•ts full value (if it's below half). So, 
if one player dies it may be worth 
the surviving player finishing erf f the 
badcfy alone and -the dead player 
rejoining the action at the start of 
the neat world. 
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BONUS ITEM 



WHAT IT DOES 



BONUS ITEM 






Nothing 


Nothing comes of nothing. 


28 


Blue Jewel Ring 


1 


Red Heart 


Carrots appear at the end of the 










level . 


29 


Shades 


2 


Running Shoe 


Makes you move twice as fast, 






3 


Orange Heart 


Beetroots appear. 


30 


Green/Purple Ball 


4 


Red Crook 


Giant strawberry appear at the end 
of level. 


31 


Yellow Jewel Ring 


5 


Yellow Heart 


Corn-on -tbe-cobs appear. 


32 


Blue Crook 


6 


Orange Crook 


Giant Twinky appears, 


33 


Purple Button 


7 


Blue Heart 


Giant chicken drumstick appears, 


34 


Blue Necklace 


S 


Blue Diamond Ring 


Bouncy baddy-killing star appears. 






9 


Red Jewel Ring 


You get 500 points for every Jump. 


35 


Violet Crook 


10 


Bell 


Like the lightning miracle, but only 


36 


Gold Skull 






works five times. 


37 


Blue Book 


11 


Blue Button 


Turns everything green. 






12 


Green Heart 


Bars of chocolate appear. 


18 


Gold Triangle 


13 


Orange Button 


Turns tiny baddies green. 






14 


Red 'PacMan' Heart 


Works like PacMan 's power pills I 


39 


Blue Bottle 


15 


Orange Jug 


Turns food bonuses Into money 










bags. 


40 


Blue Clock 


16 


Rainbow Star 


Makes you temporarily Invulnerable. 


41 


Purple/Pink Staff 


17 


Orange Cross 


Baddy-killing lightning bolt 


42 


Indigo Heart 






appears. 


43 


Blue/Yellow flail 


18 


Yellow Crook 


Giant fruit salad appears. 


44 


Blue Jug 


19 


Clock 


Freezes the baddies. 


45 


Indigo Crook 


20 


Multicolour Star 


Gives you an extra life. 


46 


Violet Heart 


21 


Bomb 


Explodes and kills all the baddies, 


47 


Red Bottle 


22 


Blue-Tipped Staff 


Dead baddies turn into money. 


49 


Orange Bottle 


23 


Red Cross 


Kills baddies. 


49 


Yellow Bottle 


24 


Gold Jug 


Turns dead baddies into credits. 


50 


Gold Jug 


25 


Blue Cross 


Kills baddies. 


51 


Green Bottle 


26 


Green Crook 


Giant trifle appears. 


52 


Indigo Bottle 


27 


Purple Book 


Causes an baddy-slaying 


53 


Red-Tipped Staff 






earthquake. 


54 


Violet Bottle 



WHAT IT DOES 



Gives you 100 points every time 
you takes step. 

i«ts you eye up sexy girls without 
personal embarrassment 
Bonuses appear for a short while. 
Every other time you put your 
brolly up you get 100 points. 
Large fries appear. 
Turns everything green. 
Causes a shower of deadly 
stars. 

Giant tomato appears. 
Kills everything. 
Causes a nasty knackering earth 
quake, 

Gives you temporary 
invulnerability, 
Takes you to a goodies-packed 
bonus screen. 
Stops time. 

Turns dead baddies into crowns. 
Fish appear. 
Gives you an extra life. 
Turns food into crowns. 
Giant ice lolly appears. 
Giant sweety appears. 
Takes you to a bonus screen. 
Takes you to a bonus screen. 
Takes you to a bonus screen. 
Turns food into credits I 
Takes you to a bonus screen. 
Takes you to a bonus screen- 
Turns dead baddies into credits! 
Takes you to a bonus screen, 
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This great RPG is flying off the software shops' 
shelves faster than you can say "Ork". To help all 
those would-be Frodos out there, US Gold have 
compiled these smart 'start up' tips. Swords at the 
ready! Advance! 



GENERAL 
ADVICE 

Unlo« you have a VERY good mem 
nrv mapping the game <s essential 
(Ad (jappf with half-eenti metre 
squares is ideal) save your game at 
the s i j r 1 uf each level and make i 
series ol 'mapping runs' until you 
know your way around If you qet 
killed jusl return IO your SAVEd 
game. Once you have an area 
mapped out plan a route through it 
and *>el ofl 1 

Remember to scribe every mage's 
sdoll you come across into your spell 
UoqMs) if you find any extra scrolls 
Keep ihem to scribe into the spell 
book of any mages who join your 
parly later. 

There is a -chamber neai the stari 
of the Tprnplo where you tan resur 
rect your characters. Its magk only 
works three times so don't waste its 
awesome power. If possible avoid 
using it until you've begun to 
explore the upper reaches of the 
Temple? . the Silver Tower and 
beyond, which is when you'll really 
need it. 

Vive your name often and use 
each slot' in the SAVE directory. 
There arc a myriad r_>f places m the 
game where you can become hope 
lessty stuck and having lo retrace 
youi steps from a drstanl SAVE point 
i iin be very annoying, 
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GETTING 
STARTED 

Once you're into the game proper (i.e. 
you're taking your first steps in the for- 
est)* the first thing you should do Is 
SAVE your position. This will prevent 
you having to go through the whole 
character generation malarkey again if 
your party gets 'killed off. 

Next., select CAMP and get your 
mage's] and deric(s) to memorise and 



GENERATING 
CHARACTERS 

As experienced dungeoneers will 
know, it's advisable to have a well 
balanced parly made up ol advem 
turers from each of the main char 
acier classes. You should restrict 
yourself to using single-class charac 
tors, Two human fighters, a half Elf 
mage and a half-Elf cleric are pret- 
ty much ideal. There are no particu- 
lai advantages to be had from 
choosing races other than human. 
II you have to leave somebody 
out of the party then the thief is 
your best bet - you don'l actually 
need one to complete the game. 
However, there are some doors, 
leading to rooms packed with good- 
ies, that only a thief can 
open. II you want the 






items beyond these doors then find 
a thief to recruit into your party, use 
him to pick the relevant locks and 
then dismiss him. 

If you're planning to transfer your 

party to any sequels to Eye of the 

Beholder 2 then you'll need to select 

a slightly different type of party. 

Try a human paladin, a dwarf 

fighter, a half-Elf mage and a 

half-Elf cleric. This should enable 

you to exploit any changes made to 

future games in the series. 

There's no great advantage to 
using characters from Beholder 1. 
Such a party would be better 
equipped than one generated fresh 
in Beholder 2. however you'll find 
that the latter party will have high- 
er hit points. 



pray for spells, respectively. Initially 
select as many combat and healing 
spells as possible. The only other real- 
ly useful spell at this early stage is 
Hold Person. Once again, SAVE the 
game. 

Explore the woods fully, using this 
re lative ly safe opportuo ity to pra cti ce 
your mapping skills. The only area of 
no*e is a secret passage to the south- 
east of the wood. To reach it go, from 
your starting position, LEFT, LEFT, 
RIGHT, LEFT, LEFT, RIGHT and RIGHT 
again. 

Pick upany rocks and daggers you 
come across and use them to attack 
monsters at a distance, where they 
can't do you any harm back. Also, 
equip your warriors with a second 
weapon as soon as you can. The extra 
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MOM-PLAYER RECRUITS 




On your travels there are six NPCs that can. join the 
party, some of which are found as bones that have 
to be resurrected. They are as follows: 

• CALANDRA is a chaotic-good female Human fight- 
er (level 9), She has 76 hit points and can be found 
on Level 2 of the Catacombs,, where she is injured 
and held captive. She is carrying: +1 helmet, +1 long 
sword, +1 shield. +2 plate mail, a spell book, a skull 
key and some iron rations. 

• TANGLOR is a neutral-good male half-Elf 
fighter/cleric (level 7/7). He has 53 hit points and can 
be found on Level 1 of the Silver Tower. He is carry- 
ing; +1 short sword, +1 shield, plate mail, a holy 
symbol and a dagger. 

•AMBER is a neutral-good female Erf thief /mage 
(level 7/7). She has 36 hit points and can be found 



on Level 2 of the Temple, where she can be found as 
a pile of bones! She is carrying: magic dust and a 
letter to Khelben. 

• INSAL is a chaotic-neutral male Halfling thief 
(level 6). He has 39 hit points and cam be found on 
Level 1 of the Catacombs, where he is injured and 
held captive. He is not carrying anything of use. 

• SHORN OIERGAR is a lawful-neutral male Dwarf 
cleric (level a). He has 40 hit points and can be found 
on Level 2 of the Silver Tower, where he is held cap- 
tive. He is not carrying anything of use. 

• SAN-RAAL is a chaotic-neutral male Elf mage 
(level 8). He has 28 hit points and can be found on 
Level 1 of the Catacombs, where he can, like Amber, 
be found as bones. He is not carrying anything of 
use. 
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^COMIW^SOOM! 

Hold your horses because in a few month's time 
we'll be starting the full blow-by-blow solution to 
Eye of the Beholder 2, complete with maps and 
everything. Golly. 
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GENERAL TIPS 

Okay, StarpilotS- Space is no place for 
the stupid and there are some 
important things you ought to bear 
in mind before you blast off into the 
void- 5o, strap yourselves firmly into 
your acceleration couches, perform 
a ful I systems check, and then listen 
up good to the following: 

• Use your faithful old lasers to 
destroy the smaller enemy fighters. 

Use the Star Trek favourites pho- 
ton torpedoes to smash the larger 
enemy installations. 

• For maximum damage try and get 
as dose to your target as you possi- 
bly can. Obviously for the moving 
targets ■ cruisers and destroyers and 
the like - this is easier said than 
done 

• On planetside missions flying high 



just exposes your pale underbelly 
and makes you a better target for 
the Rexxons' ground artillery. So, fly 
real low and hug the planet's surface 
tighter than a Duncian pleasure 
slave. 

• Don't forget that you can refuel or 
re-arm your Epic craft at any time by 
hitting ENTER on the numeric key- 
pad. 

MISSION 
BREAKDOWN 

Got that? Right, onto the missions 
then, Below is a brief guide as to 
what you have to do m each one- 
Follow the rules and you should 
have the Rexxons running off with 
their slimy tales- between their legs 
in no time. 

MISSION 1 

THE MINEFIELD 

The time limit is the more impor- 
tant thing to keep an eye on in this 
part of the mission. Take too long 
and the Rexxon fleet will whip your 
- and the fleet's - butt. Destroy the 
mines by rooming right up to them 
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and letting rip with your lasers. 
However, if time's getting a bit 
tight switch to torpedoes to speed 
up the process. 

You have to achieve a 100% 
damage rate before you can even 
think about heading for the planet. 
If, by chance, you make your way 
through the mines without getting 
the 100% rating then you'll have to 
turn back and pick off some more. 
There's also a Rexxon ship doing the 
rounds that needs to be sent pack- 
ing. Once you get 100% the rating 
will go green, Swing your ship 
around so that you're heading 
towards the planet and fire your 
boosters. Once the rating goes red, 
you know you've completed Thk 
part of the mission. 
THE TRACKING STATION 
Check your scanner. The big purple 
dot in the centre of the map is the 
tracking dish and has to be destroyed 
- eventually! It's protected by an 
impregnableforcefieldimperviousto 
attack from any weapon, even the 
Epic weapon. Now locate the purple 
target dot towards the top right of 
the map. This is the generator which 
generates the field. It's housed in two 
large buildings, both of which need 
to be destroyed before the field deac- 
tivates fully, Once the generator's 
destroyed, mash the tracking station 
at your leisure. 

MIS5IOIU 2 

CPU. AND SPACE PORTS 

On reaching the planet use your scan- 
ner as reference to fly towards the 
centre of the map. Once there, scout 
around until you locate the road sys- 
tem, The roads act like the spokes of 
a wheel radiating from a central hub. 
Follow one of these roads to its end 
(travelling away from the hub) and 
destroy all the large buildings you 
find there. Fly back along the road to 
the hub and fly down the next road 
to your left. Repeat this until the all- 
important damage rating of 100% is 
racked up. Although there are five 
roads to travel down, not all of them 
have to be explored to achieve the 
100% rating. 





THE MINING COMPLEXES 

The big percentage damage marks 
on this part of the mission comes 
from blasting the MCPs. These are 
tall octagonal buildings which turn 
black when destroyed - and 
remember to smash. the top bit as 
well ! You should be able to track 
down about three of these build- 
ings. To find them, follow the dou- 
ble road {not the monotail) that 
runs around the central complex. 
Also useful for upping your score 
are the low octagonal buildings 
with white 'smoke' coming out of 
the top of them. If you're really 
desperate for the odd 1% then 
there are plenty of Rexxon fighters 
to shoot down. 
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The One must have the fastest tippers in the 
Universe! Epic's only been out a week as I 
write this and we've already had this great 
mission guide sent in from a team of tippers 
lead by 'General Jastim'. Greetings from the 
Killzone, General - you and your men will be 
rewarded for your sterling efforts! 



than individual craft, To locate them 
at a distance keep an eye out for 
their afterburners which show up as 
orange dots. 

CODE1 

To skip everything up to and includ- 
ing Mission i. enter PYXIS as the 
entry code at the beginning of the 
game after you've typed in your 
name and callsign. 
MISSION 4 
THE MAGMA CANNON 
Once planetside, check out your 
scanner map and head for the two 
little black dots near the top of the 
map, Use the HELP key to get a bear- 
ing on the target (you should find 
it's about 2 tO }. Keeping low, follow 
this bearing and destroy the cannon. 
DON'T mistake steely-looking moun- 
tain tops for the gun and ignore the 
enemy fighters because time is pre- 



MISSION 5 

"GALACTIC STORM" 
After "Glory", this is the second big 
Space battle with the same success 
criterion as before, i.e. get a 100% 
rating by shooting enemy ships. 
Concentrate on blasting the big 'uns 
as you just don't have the time to 
mess with the little leaguers. Follow 
the same callsign as for Mission 3. 

CODE 2 

To skip straight to Mission 6, enter 

FORNAX as the entry code. 

MISSION 6 

THE COMMAND CENTRE 
The target is almost directly straight 
ahead on the map, Once againj use 
the HELP key to get a heading and 

look for the purple target dot on the 
scanner. This is your objective. Find 
it and destroy it. 

MISSION 7 

"THE MOTHER OF ALL BATTLES" 
Although this is the penultimate bat- 
tle, it's actually a iot easier to com- 
plete than the other space wars 
because there's plenty of time, some 
of which you can use to go sight-see- 




MfSSION 3 

"GLORY" 

Finally you get to take part in a 
major space battle* Again, the key to 
completing the mission is achieving 
a \QQ% damage rating by shooting 
down enemy ships. You'll be able to 
spot these by their downward point- 
ing wings, blue canopies and orange 
markings. Try to seek out the larger 
ships (i.e. those with 'necks') as they 
reward you with a higher rating, 
Again, try to get as close as possible 
for the best results. Pressing the 
HELP key tends to point you towards 
the larger hulk cruisers, but Only 
tackle them if you're feeling brave 
enough. Try to concentrate on elim- 
inating waves of enemy ships rather 
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ing. Use the same tactics to achieve 
victory as the other missions. 
CODE 3 

The skip to the beginning of Mission 
8 enter CORVUS as the entry code. 

MISSION 8 

THE COMMAND SHIP 

Use HELP to get a heading and fly in 
that direction. Eventually a large 
purple target should appear on the 
scanners - fly to it. Eventually you 
should find the Rexxon Command 
Ship. Select the PHOTON 1 weapons 
(these are the self-targetting mis- 



sion} and use them to shoot the ion 
vent (the little yellow box) above the 
ship's engines. Once hit, a message 

should appear on-screen instructing 
you to use the COBALT weapon. Fly 
away from the Command Ship to a 
reasonable distance before using it. 
Once used, run like Hell to escape 
the ensuing explosion. 

AFTERMATH 

The Rexxon Fleet lies in tatters and 

mankind is saved, Or so it seems. But 
the Rexxons are a wily bunch. They 
will return... 
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GENERAL TIPS 

• Always keep an eye on the game 
clock, it sounds obvious but a lot of 

people forget about it. Timing (hat 
all-important plays right can mean 
the difference between winning and 
losing. 

• Use your time outs wisely, espe 

daily if you're getting near' ioh.nl 
or full-time. 



ON THE OFFENSE 

U SI ruC AUDIBLES 

Utilise audibles as much as possible ■ 

it's almsot impossible to reach the 
top without 'em. Select a deep pass- 
ing play with a formation and set 
that will fool the computer into 
thinking that you're aboui to 
attempt a long bomb (for example, 
HANDS and SHOTGUN). Then choose 
the team's best running audible 
hef ore the snap. You can often fool 
the computer this way, but lake 
more carp when using 'em against a 
less gUiible humanoid opponent 
The same c=in hi? done with pass- 
ing plays in audible?. Select a for- 
mation and set to fool the comput- 
er into thinking that you are going 
for a running play {e.g. BIG GOAL 
LINE.) then at the line of scrimmage 
choose the team's passing audible. 
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FIELD COALS 

When attempting a field goal, 
always boot ihe ball with maximum 
power. Some kickers are of The poor 
est quality < sometime their foot'li 
even slip off the ball at low power! 

FAKE FIELD COALS 

II you're on the fourth down and 
too far away to aHi'iv|i! ,i field goal 
then, assuming you're good at pass 
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ing, go for a fake punt... Passing is 
the key to winning a game quickly 
but it can atso be your falldown if 
you have naff receivers. Fake field 
goals are also pretty useful if you 
really need the points ■ but only use 
them as a last resort. 

RUNNING WITH THE 
BALL 

When you're in a running play or 
your receiver has Ihe ball and is run 
ning for a touchdown ihen, if a 
defensive player is closing in to lack' 
le you, run upwards and <u a/i ingle 
(i.e. UP LEFT or UP RIGHT] so as to 
run away from the defensive guy 
Then, as soon as the defensive play- 
er dives, change direction (i e. if run 
ning up and lelt then change to up 
and eight) and give your man some 
'Ooomph!' (hold down fire J. This 
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way you have a good chance of 
breaking Ihe tackle. Some times the 
tackle will miss you all together! 
ff you're running with the ball 
and you're about to be tackled but 
can't do anything about it then try 
spinning around, This may shake the 
tackle, However, only iry this if just 
one defensive guy 15 around - any 
more and you're in deep rto-rio. 

A GOOD PUNT IS 
ALWAYS NEEDED 

Always punt to the far led or right 
end of the held, never straight. This 
confuses the receiving, leam 

PASSING PLAVS 

When passing, really concentrate on 
the receiver windows and make sure 

you pick the right guy to throw to. 
The guy who is free or ahead of the 
defensive pack may not always he 
the ideal person to pick. Watch 
those distance meters! 

Always remember that the longer 
the throw, the harder »f is to catch 
The target on the ground (which 
indicates where ihe bail is about to 
land) «s less accurate for longer lobs 

When-catching the hall, place the 
receiver over the target and hold ihe 
FIRE button down to catch. If you're 
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Hut-hut-hut! The crowds have been going wild over Electronic Arts smashing sports sim. 
Prime candidate for some top tipping, you may think. And you'd be right... 
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not going to make the target 
because some defensive geezer ij in 
the way then go for the dive! 



USING AUDIBLES 

Audibles are still useful, even if 
you're playing in defense. If the 
offenswe team suddenly calls an 
audible take a look at their forma- 
tion and try to work out what may 
he about to happen. A passing play, 
perhaps? Or maybe a running play? 
Sometimes you can confuse the 
offensive tine by setting up a forma- 
tion then calling an audible to 
change it - the offensive team then 
has to re-work its strategy. 

LINE UP AT SCRIMMAGE 

Select a good strong formation. 
Manoeuvre a player from the centre 
zone to the line of scrimmage and 
into a gap between two men. This 
will push the players ailong the line 
of scrimmage and you'll find that 
this often upsets the offensive line, 
allowing you to slip through to sack 
the quarter back. Remember to posi- 
tion the player under your control so 
that he's ready to break through if 
a gap forms in the offensive line. 

STRIP THAT BALL! 

Always try to strip the ball from the 
offensive team is there are more 




than two of your defensive guys 
around, it does work! 

ON5IDE KICKING 

Practice hard at achieving an onside 
k ick during kick off - it always hefp if 
you can gain possession again 
straight after a touchdown! Some 
teams are better at achieving an 
onsitfe kick ■ success an depends on 
the weather and the ability (or oth- 
erwise) of the: kicker. 



PLAYING DEFENSE 

If you're playing the computer and 
it chooses a running play, DO NOT 
tackle (he ballcarrier Instead,, run in 
front of him He'll try to run around 
you and when he does block his 
change of direction. He'll then try to 
run backwards in an attempt to find 
a new approach. Keep this up and 
you can push his yardage loss right 
back... 
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TOUCHDOWN 





CHALLENGES! 

Gary Roberts, the programm 
JMAF, lays down the gaun" 
The One's readers with th r 



two tests of your football- 
ing mettle: 

Play any team except 
ALL MADDENS, who \ 
mt under the computer's -con- 
If you then manage to score 
one hundred points tl 
you can consider yourself a 
lent player, worthy of 
¥5 in-house game tes 
Plajf as ATLANTA. If \ 
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CASTLE MASTER 
Domark/Hit Squad 

Once you're into the game, press 
SHIFT, L and then tap the right 
mouse button roughly 20 or so times 
until you hear a funny noise. Ahead 
of you you'll see four boxes which 
have magically appeared - shoot 
either of them for infinite lives, all 
ten keys, the end sequence or rock 
travel. 






HORROR ZOMBIES 
FROM THE CRYPT 
M i llenn i u m/CBH 

'Horror' is just about the right word 
to describe this rather horrific game. 
It's tough r too, So, during play, type 
CHEATMODE and then use FIG to 
skip levels. 



GOLDEN AXE 

Virgin Games/Tronics 

Play irt one-player mode but make 
sure you've got another joystick in 
the second joystick port. When you 
die press FIRE to get three extra 
lives. 

JAMES POND 

Millennium/CBN 

On the first level free all the lobsters 
as per normal and then approach 
the entrance pipe. Just to the left of 
it you should see a green rock stick- 
ing up. Go over to it and pull your- 
self down on it. Wonder of wonders, 
you'll find yourself on Level S! 
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LOTUS ESPRIT TURBO 
CHALLENGE 

Gremlin/GBH 

For instance qualification every time 
no matter how tacky you are at driv- 
ing, select a two-player game and 
type in IN A BIG COUNTRY for Player 
One's name and FIELDS OF FIRE for 
Player Two's name. For something 
slightly different, try MONSTER for 
Player One's name and SEVENTEEN 
for Player Two's name to enter a 
bonus game called Dux, a simple 
shooting gallery affair. 



1 


£} 


1 




4j»I 




tx\ . 






mSu 


FTJ-30 




.it ,. ., _» 




I 



MANCHESTER UNITED 
KrisalEs/GBH 

Some interesting little snippets of 
information here. Try pressing the 
LEFT mouse button during any 
match to go into the two-player 
mode. The opposition wi II turn rub- 
bish making even the toughest team 
easy to beat. Also, for the more 
insane out there, press CONTROL 
and ESCAPE during any game to lose 
5-0. Hmrnm, very handy. 



PANG 
Ocean/Hit Squad 

Just bought this game on budget 
and fed up of getting your bal- 
loons busted already? If so. type in 
WHAT A NICE CHEAT on the map 
screen. If you've done it properly 
the screen should go purple and 
you'll be able to start from any 
level. 

SHADOW WARRIORS 
Ocean/Hit Squad 

Press CONTROL, ESCAPE. F2, S r C t J., 
HELP, V, right ALT and the left 

bracket key and the small ENTER 
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MONTY PYTHON'S 
FLYING CIRCUS 
Virgin Games/Tronics 

On the high-store table type SEM- 
PHINI as your name to restart the 

game on any level previously 
reached using the cursor keys. 



on the numeric keypad. The bot- 
tom of the title screen should flash 
purple Now tapping.HELP lets you 
skip levels while hitting 1 or 2 will 
give the respective players more 
energy and Q makes them invinci- 
ble. 
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TITUS THE FOX 

Titus 

Last month we gave you maps, tftli 

mgnth we give you passcodes to this 

smashing platform treat, 

LEVEL 1: 

ON THE FOXY TRAIL 26^ 

LEVEL 2: 

LOOKING FOR CLUES 84 5 5 



LEVEL 3: 




ROADWORKS AHEAD 


2974 


LEVEL 4: 




GOING UNDERGROUND 


4916 


LEVEL 5; 




FLAMING CATACOMBS 


1933 


LEVEL 6: 




COMING TO TOWN 


0738 


LEVEL 7; FOXY'SDEN 


2237 


LEVEL S: ON THE ROAD 


5648 


LEVEL 9: 




HOME OF THE PHARAOHS 


6390 


LEVEL 10: 








DESERT EXPERIENCE 
LEVEL 1 1 : 
WALLS OF SAND 
LEVEL 12: 

A BEACON OF HOPE 
LEVEL 13: A PIPE DREAM 
LEVEL INGOING HOME 
LEVEL 15: JUST MARRIED 



TURRICAIU 2 
Rainbow Arts/Kixx 

Use the HELP key to call up the music 
■menu. Press 4 to stop the music and 

Ithen- hit 2, After listening to the 
music for about ten seconds press 
ESCAPEtwicetoget infinite lives and 
power. If this doesn't work, try press- 
ing SPACE twice on the title screen 
before entering the sound test. Then 
press 1 , then 4 and then 2. Now hit 
ESCAPE twice again. 

VIZ 
a 6 1 2 Virgin Games/Trotiics 

Bit saucy, this one, On the character 
4 1 S 7 selection screen, type in WHAT A 

GREAT LOAD OF BOLLOCKS (and if 
1 3 50 you've played the game you'll know 
98 1 3 what they mean) and then press any 
50 52 number between 1 and 5 to skip to 
20 4 5 that level. 



GAMES SURGERY 
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Doctor Upc hunch is 
in. Please take a seat 
and wait to be called 
in. Mr Philpott, the 
doctor will see you 
now... 



To the Doe, 

Could you please give me a cheat 

from Project X? It's very tough. 

Thank you, David Philpott, 
Pontefract. 

I've spent many hours in consulta- 
tion with Team 17's eminent shoot- 
'em up expert Martyn Brown who 
has been studying this common 
complaint for some time. I'm afraid 
the news isn't good. Apparently 
there are absolutely NO 
cheatmodes in this game. Sorry. 



Dear Doctor, 

I need help on HEIMDALL. I am on 
the final island of Midgard hut am 
unable to complete the quest as I 
keep getting killed by the 
wizard /monkey man. Do you know 
of a cheat to restore energy or 
make fighting easier? 

Yours faithfully, Nigel Plant 
Norwich. 

Heimdall Is a particularly persistent 
complaint with many of my readers 
so I'm glad to be able to print a 
solution of sorts. There isn't an 



infinite lives or level skip cheat, 
sadly. However, if you've just had 
your party killed off then select the 
SAVE GAME option right at the 
beginning of the game (when you 
get to choose whether to play the 
arcade games or not). Then, when 
the prompt asks you to insert your 
SAVEd game disk, click on the NO 
option. You'll find yourself back on 
the items screen with all the crew, 
weapons, magic and sundry other 
goodies you had before you died. 
Good day to you, Mr Plant. 



Dear Doc. 

Could you please help me with two 
problems? First, are there any pass- 
words for MAGIC POCKETS? 
Secondly, what are the passwords 
for GODS? It would be great if you 
COUld help me. 

Thanks, F. Stewart. 
Broughty Ferry, Dundee. 

Yes. it would be 'great' if I could 
help you, wouldn't it? 
Unfortunately, to answer your sec- 
ond query first, I'm sorry to say 
that there aren't any passcodes for 
Gods The game program randomly 
generates a code and saves it to 
disk, so that every player has his or 
her own set of codes. I'm afraid 
the only thing for it is for you to 
play better! 

However, the outlook is slightly 
brighter as far as Magic Pockets is 
concerned, There aren't any pass- 
codes but there are secret ways to 
warp to later levels, although they 
do require a certain amount of 
knowledge about how the game 



works. Anyway, as related by Steve 
Kelly, my learned colleague and 
games consultant at the Bitmap 
Brothers, the warps are as follows: 
WARP TO LEVEL 2 FROM LEVEL 1 
Vou have to enter the first secret 
room via the transporter helmet 
(an easy thing to do, as there are 
silver and gold stars halfway into 
the section). Before you enter the 
secret room you must do one of 
two things: (a) make sure you kill 
count is at zero (i.e. the next nasty 
you trap and burst'll produce a 
sweety worth 100 points); or (b) 
produce and collect one silver star. 

When you have either of the 
above, enter the secret room by 
picking up the transporter helmet- 
There you'll find a gold star, a cup, 
a 5000 point fruit and a bat. If 
you've just picked up a silver star 
(i.e. used method (b) above) then 
grab the gold star and use the 
transporter helmet that appears to 
warp away. Otherwise, bubble and 
burst the bat to get a silver star, 
then grab it followed by the gold 
star for the same result. 
WARP TO LEVEL 3 FROM LEVEL 2 
Aqain, transporter hetrnets are the 
key to success. On Level 2 you'll 
find a sweety machine, a silver star 
and a Venus Fiy Trap, DO NOT KILL 
THE FLYTRAP as it is the key to the 
warp. First, produce five sweet and 
jump over the Fly Trap as it comes 
towards you, Go and get the silver 
star, You'll notice the Fly Trap eats 
the sweeties instead of attacking 
you. The idea is to let the Fly Trap 
eat at least ten sweets (by produc- 
ing them from the machine) then 
trap and burst him to produce a 



gold star, Collect the star then the 
transporter hemnet. 
WARP TO LEVEL 4 FROM LEVEL 3 
Nice and easy, this one. Simply 
walk along until you get. the diving 
helmet and return towards the 
start of the section. Along the way 
enter all the watery areas. In the 
first 'pool' you'll find a 5000-point 
bonus, in the second a 10,000- and 
15,Q0Q-point bonus and in the last 
one a chalice and a transporter 
helmet, Co((ect the chalice, then 
the helmet and warp away... 
WARP TO LEVEL 1 FROM LEVEL A 
Somewhere on Level 4 there's a 
way to 'wrap' the game back to 
the beginning but much, much 
harder. If you're that much of an 
addict then I'll let you find out 
how to do it for yourself I 

My, my. After that Jengthy con- 
sultation I feel in the need of 
some, er, 'refreshment'. Purely 
medicinal, of course. Nurse, put my 
calls on bold pnd inform all those 
patients in waiting room that I am 
unable to see them today. Glug, 
glug. Ah, bliss 



THE SURGERY IS NOW CLOSED 

if you wish to make an 
appointment to see Dr Upchurch 
then please give full written details 
of your ailment and send them to 
Dr David Upchurch, Games Surgery, 
The Orte, Priory Court, 30-32 
Farringdon Lane, London EClR 
3AU, Dr Upchurch regret; that due 
to a severe and rather tragic drink- 
ing problem he is generally too soz- 
zled to deal with calls over the tele- 
phone. The old soak. 
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REVIEW 



I Right) Ac usual, the player himself has no direct control ov*r hit keeper, 
relinquishing control to an Automatic goal**. Were the keeper blessed with 
similar fkUli as his equivalent Kick Off netminden. this would be fine. Tha 
fact that they have an annoying tendancy of leaping into th« back of thair 
own net at the mast inconvenient moments will force the player to tighten 
up his defense if nothing alia. This goal-losing lack of realism is countered 
somewhat by the keeper's superhuman vertical take off abilities, allowing 
him to pluck ball* from the air with a* much ease ai ha would ware Ha the 
Rocketeer, 

European 

Football Champ 

Mot on the heels of the remarkable Sensible 
Soccer comes European Football Champ, the 
first half of Do mark's terrace-orientated dou- 
ble. This time the accent is firmly on action. 
Jim Douglas is the first out of the tunnel. 



It's clearly Do mark's intention, 
with both this action test and the 
more strategic Championship 
Manager due on the shelves at the 
same time to clean up in the 
inevitable period of soccer frenzy 
surrounding the European Champi- 
onships. Euro Football champ is 
clearly intended to please the less 
cerebral soccer nuts in the market, 
with the player (plus an optional 
friend) simply doing his best to put 
as many balls in the back of his 
opponent's nets before the time 
limit - adjustable depending 
on your taste from 1 minute 
to 90 • is up. There's no 
team selection and no man- 
agement. Just pure up-t he- 
park fun. 

Having selected which 
Euro team the player wishes 
to control, he has the option 
to select a single star player 
for his side- This player is 
blessed with super skills and 
performs notably better than the 
others on the team, Obviously it's 



important to ensure that the star 
player has as much possession of the 
ball as possible. 

An interesting feature is the close 
up, which, after especially thrilling 
moments like goals etc, ■gives a blow- 
up of the screen and the chance to 
inspect the player's animations at 
close range. The result is a stylish yet 
rather blocky affair 

And that, my dears, is the long 
and the short of it. The proof of the 
pudding, of course, is in the eating. 
So let's see how it plays, yes? 




Tha poor old portly r*f has a hard 
time keeping tab* on Such a highly 
tuned team of hard ball players. So 
much so, in fact, that the slightest? 
knock will have him face down in tha 
dirt. Smart players will use these 
moments when the ref if either too 
busy looking the other way or pick- 
ing grass out of his teeth to chin tha 
opposition, tf tha referee doesn't sea 
it, it's not a foul. 



turo Football Champ is not tha most sophisticated soccer game in tha world. 
Certainly so far as ball control goes, it's a bit of of a flop. The players have a 
total ot two kicks available t* them, ane being a straight hoot and the other 
being a chip, Aftertouch? Forget it I Thankfully, since all tha Other players 
have the same lack of ability, there's no particular disadvantage, and while 
at first it seems a touch like the players are as well equipped as a one lagged 
man in tha proverbial an* kicking competition, it's not insurmountable, 
unfortunately, the lack of finesse means that goals are scored in very similar 
style tint* and time again. In particular, chipping tha ball from the edge of 
tha bow. " 





THE VIzl^lU'llCT 



it's unfair to compare European 
Football Champ to the likes of Kick 
Off or Sensible Soccer. The original 
coin -op had none of the flair of either 
game, co Its unrealistic to expect what 
is basically a straight conversion to 
have magically developed new levels 
of finesse In Its trip onto the Amiga. 
While it's true to say that the control 
afforded to the player Is of a decidedly 
bare-bones nature, the fact that both 
players are endowed with equally 
bask moves doesn't actually harm the 
feel of competition. Instead, it Just 
means that the game forms a rather 
remorseless, slugging pattern of chips 
and punts. Indeed, It was exactly this 
lack of complexity which probably 
made the coin op a hit. You tan pick 
up every skill you'll need to employ in 
an entire season in Just a couple of 
seconds. 

Judged on this level. Euro Champ 
is fair, but by no means great. An 
indicative example of the rough edges 
are the goalies, who will either 
perform superhuman saves or be abso- 
lutely crap, entirely dependent on luck 
and doing little to make the game 
seem particularly fair. Even the flawed 
original didn't seem this erratic. 

Those familiar with the coin-op 
will know pretty much what to expect. 
If you're expecting any sort of further- 
ing of the computer-soccer genre, for- 
get it. 
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Legend of the Fortress 

They're going bonkers over this Silmarils' RPC in France. Another 
case of too much onions n r garlic frying their brains or are they on 
to something this time? David Upchurch dons beret to find out... 




(Left) Creatures, you meet will da 
Ont Df tW# things: attack you or talk 
to you. You can generally tell when 
JOtnethino'S going to attack from its 

appearance - after all. you wouldn't 

expect a dragon %o engage you in 
witty and amusing banter would 
you? Conversations are pretty limit- 
ed at the best of times, anyway ■ 
you can't actually ask anybody any- 
thing, you simply walk up to them 
and if they know Anything of inter- 
est to you then it'll appear in a text 
box at the bottom of the screen, 



Long, long ago, the land of 
Arborea was saved from the 
clutches of the evil Morgoth 
by the valiant Jarel, Prince pf the 
Elves. With Jarel' s goodly backside 
on the throne all was sweetness 
and light. In an effort to banish 
the dark memories of Morgoth 
from the people's minds Jarel 
decreed that Arborea be renamed 
Kendoria. Life was good. 

Then, one dark day, Jarel was 
tragically killed in a hunting acci- 
dent. Chaos descended upon the 
country - brigands and foul crea- 
ture* invaded the country, terror- 
ising the peaceful Kendorians. Tak- 
ing advantage of the confusion 
and unrest the malevolent Krogh, 
a powerful sorcerer, erected the 
vast citadel of Ishar on the land's 
borders and is now using it as a 
base to spread his foul influence 
over the whole of Kendoria. 

A hero is needed. Someone who 
will venture to Ishar. Someone 
who will penetrate its labyrinthine 
depths. Someone who will find 
and slay the mighty Krogh, Some- 
one... well a bit like you, I guess. 

Ishar is, as you might have 
already guessed, a pseudo-sequel 
to Silmarils' earlier RPG Crystals of 
Arborea. As is becoming pretty 



The brave and bold Aramir sets off on his quest to rid Kendoria of the attentions of 
Krogh. But first things first, Aromir must find ishar, Krogh's seat of power. But Kendoria r s 
a big place> Where to start looking? 





In the distance you can just make 
out a hazy figure. Approaching you 
see that it's kind-looking little man. 
He doesn't have a lot to tell you 
apart from the directions to a pub in 
the nearby village of Lotharia. Oh 
well, it's a start, isn't it? And pubs 
are always good for gossip. 






Entering the village you are immedi- 
ately attacked by this trio of ugly 
goblins. Their surprise attack catch- 
es you seriously off-guard and they 
get a couple of telling blows in 
before you can retaliate, However, 
these brigands are no match for 
your brilliant swordsmanship and 
you soon have them lying in bloody 
slices on the floor. 




Slightly wounded you eventually 
locate the pub, Huddled inside is 
what appears to be the whole of the 
town's population, drinking and 
chatting. Listening in on the local 
gossip you discover that one of 
Jarel '5 farmer aides lives in this very 
village! Hmm, perhaps he can help? 
But before you set off it might be 
wise to invest in some food and a 
good night's kip to restore some 
health, 



Feeling fitter and healthier you 
leave the pub and find the iarel's 
mate. He if an old man now and 
sadly refuses to join you on your 
quest. However, he does offer you 
directions to a magical shrine where 
you may talk with Azalhgorm, the 
spirit messenger of the Silmarilian 
gods- He must be able to help, you 
think, i mean, let's face it - if he 
can't, nobody can! 
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(Left) Most cities or towns have Mmt form 
of shop in them. Here you can buy extra 
weapons, new or bette r armour, food and 
spell components. Just what and haw much 
you can buy depends on haw much gold 
you've gat, of course 

(Below left) Fighting Is simplicity itself. Make 
sure that your warriors are holding a weapon 
rn their right bands then click on the Attack 
icon to get stuck in. Sp*l)s are slightly trickier 
in that they have to be prepared earlier by 
writing; them down on parchment but are 
just as easy to US* in combat. Your party can 
he arranged in a variety of marching formar 
tions.. so that the weaklings Can be kept to 
the- batk out af harm's way. 



I THE VERDICT 

Although Ishar's 3D system is, by and 
large, bog standard - the player can 
only move in the usual four directions; 
and the screen updates in 'chunks' - 
there are some tweaks that lift it well 
above par. In forests and woods, for 
example, there's a great sense of 
depth and a real feeling that you're 
moving through dank undergrowth. 
The hordes of monsters are also a lot 
better animated than those typically 
found in this sort of game, which 
makes the task of fighting them all 
the more Involving and exciting. 
Sound is used well too, especially in 
the dungeons where the groans and 
howls of the inmates echo through 
the cold stone corridors - very 
eery! One of Ishar's best aspects 
is that it's a lot more fo cussed 
than most RPCs of its ilk. 
Since the gameplay centres 
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As you approach the magi 
cal shrine, situated 
betwixt four birches, the 
ghostly face of Aialhgornt 
appears, The ethereal mes- 
senger gives you three quests 
designed to help you defeat the 
all 'powerful Krogh. All very well 
and good, but he doesn't actually 
give you any advice as to bow to 
get started On any of them, Vou're 

on your own now... 



around completing quests 
the game can often pJay 
more like a murder mys- 
.'- tery than a hack n' 
slash RPG, with the 
player having to hunt for clues and hints in 
order to progress. Having an immediate 
goal to aim for helps sustain interest, 
i although there can be times when you 
lose the thread of what's going on and 
have to mill around to prck it up again. 
Silmarils Js to be congratulated on trying 
something a little different and person- 
ally I thought this much better than Eye 
of the Beholder 2 and those games typical 
of this genre. It's not as straight forward 
but if you're willing to put In the effort 
I it's far more rewarding. Don't pass this 
one by - it deserves to be a hit. 
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1 Hat 2 HaKacHCompI 

HOMO" - 

r___!ih_ Xii _____ 

4Wa«l un™ Ifwnpk _____ 

412 Spent Bauag ...._, - 

*U 5|M1 Dmiw - 

A12(l Mltlll. „ 

AMI SS 242 . 

AM(2S Ctiapllrr 

AMQS Ihe {'Kali* ._ 

AclMai Majin iCwapO ... 

Ailiim hit |(_ii|D 

A*— «wl T™il Mcfiine- 

■*.&.■■«':.' 

AirSw Kyprejaaty <Q>fApl 

Air-L_d-Sc.|Ci>ri H ji«lltN<]rr*i 

iludlnnlllMhh 

Aintn. ... ______ 

4__ Mm 

AiHA—WWtl 



II ki--L-:,.L-. I IX-" 
AnrcaiiJnaMifi 

.'i*ji-: Vt in=i-i 1'iimpi 

Baby Jo. 

Bar__n II .:Pl|,'K4li;i 

{'tped Ciuudrr 

Tat Mora; 

Ba»l»CniBU _ 

rhnittHNOTt) 



kr Ma)la<IM«l. 

fktkr Sprilinf 1»-A*al| 

btflLun _ 

HaUirfPrtyill*) 

BraiHP hot »W I „ - 

Hint Cftpt. 

HI.*. BTTK|aaa(Ni7r^_.._ _ 

Riuid Kcnim. CCixVp) 

Btaatnlli BrcdHR 

Bia—al Bomb Calb. 

BrcfetufDraeula. 

Bubble BxaarkMNUTtl - 

CapLorti LoJkilHal _ 

rardir-l ill ihc Kremlin 



e_utt _ 

(.Vim LtteiHfc _____ 

Ouflenteit nCt_pf.. ........... 

Caan Attack . Vd I (duo). 
C__Hy. _ 

(_ue HO II .... 



Guii? K* i c_p« . ___ 

CyfecftOfl III 

[yr Olytiwt—lleniK 

Da=km*ii - 

DmBuui _ 

ntiiii tot**"— '*— 1 1 mm.... 

DcKadcrE of The binh 

Ecluif Pllm IV 

DfciaefG* CNDTa) _ 

Dizcy Collection 

Dicty'l EiDrikCK Adhfmluir. 

Double Latuum _ 

Doable UlaJHl II _______ 

UHUf JPIWKI III ______ 

Eii> Aim H I Mbl _____ 

Elf 

Elvira I (Mbl (NOT-ii 

EhlraB __ 

i , . 



*r»|ft. 

Ej" of Ov DmIwUm I IHhi ... 

E— of 4e hfnUar n 1 1 Mh|... 

KH Sink* Eufe IHIMhllNITU). 
r loCMntniPticJ 

F - 14 Sitjlih Fij»— r _______ 

2* KHaliu™(hOT-l _.., 



tut- let Hurt— rHOT+l 

ud-K WlH H 

■wW-idOinrtNOT+l 

Ita Port I.MJT*-) - 



P_ PI*tlT*OT»l ,..- 

ftBi c* Fury <HOI*l - 

Fhvsrl I^JOTt) 

FnatHJl faaij i.Csmp'l .._ 

Ficltall DirKLuf 2 LNUTt) 

Fiaiilull Oftt GlMtl PtH... _... 

Full COUKL iNOT t) 



FllIl5£lHBl*lJ-T| _ 

Fan School 4 COvtr Ta}....._...,.— 

Fan Sthotil 4 (UiH— 5V) 

Pace tall _ - „- 

ti Lot _____ -.. 

U_~.it T» Tht S»<«K FreaHa- 

(liumki II ....._....._ - — 

tiuimltilll - 

liH Km™. MuttimO -.. 

fkfmin Mitir ________ 

{____T - Acilflfl tianw ..... 

{'aat, ________ 

rnantic iuUJKU'S Suiter 

fa_4_i_ (CCaaE.) - _._.._ 

Hajai Tim: H.nTihle .... _.... ... 

Hani NuU __________ 

tfcalofuiii _ 

HwlOxiladl _ 

Htm Of Coin. (IMuk- - _______ 

HciiiKfall 1 1 Mhl 

lfcm.rtL.-i Ud_ Of SpHIH 

HblUbh Of Tte Laact . . 

HciMjuckl 

HerojIKH • Ua_ CH_. ._.... ._...-—. 

hkr-iliKii I -i- hui. 

Mill SDWIlHatl.. . 

Hluhiktn OuKe m iaj fUla.j 

hUlll~.DDl CHllBClHB Kt*& (NCTT*> 

Hmh ArowUi £ - - 

Hum AamttJlQTt-).....,.. ...... - 

HlMtfl-11 Ha»)l 

Hum For Ktd U~*bt. __________ 

Hii/iur _ ... ■ 

awpixjuhUlE Nl , 

hajiau fuiaH uul _? Lafl ^.*FUUDC I VI ■ 
Minp.lli.Sao.- _ - 

lnn_r ... 



JM MkiUal. U'Bl. 'JtM < I M»J _ u ,__ 

laBKl Bond CaHoctwn _-.-. — . 

Janan P«d 

fawny yvh«'% snwAPT ____ . 

lonn_ra« Pwlb_l tIMct - — _..- 

A*nM„Mtn>fn(a»»ll,. — ■■ 

JM^BT^ MUcnaiuv, 11Ilr — 

Klct 01 IH I Mbl - 

Kid en™- U -.,., 

Kind Wc-fli J _ 

Kan Quol V U-1SV 

KniGT*™|n; 

Knitn" OF ih Skj ( I Mb) _ _ 

•BM-.J1MTI - 

Leandtf 

-tan— <ta)a*Fi rfPhnha. - 

LtiHip; Sw Linj V I.1WH) DF 

LcnuninA _________ 

LHTuninjjiEjYil* irwa PiOli 

Lcmmlnfi LtvcU l5wn*l *ka*aj 

Lire md lHaat ________ 

I. ml.- _*■■*-■"■-» 

Lorn'Mid K AC Ri*i} - 

Laid nl dH Kingv. ....„.«,. .»—... -- 

Lau\ tspnitnilwnji 1 IE — 

HI T_I*H»— « - 

MAX IfanpJiNnrT*! _ 

K_H~ Williim. _ 

MVK MlllB (*-»* - 

Mafic PWda— 

Mwk Slwr(~* L' lu "f - 

Ml—IliirSsiiilliCalliMiMI _ _ ....... 

MlIKkaUT Unilnl Fiuffipc _ _ 

Mllhi W— ■ 1H-L2J. — 

Mi>;< li»^T_d_aTj~»( fJKJl^..._ 

M. ( i. Muhi _ - . ... 

Mega T-Lu ifKFItJ _____ 

Vrjalnv^kr I (IP*.!.. _ _____ 

alcranatv J ._ ■___ 

"Mk— ^J1|liah _ 

H—n-wr-Jfilktt).. _ 

MidnirwR— anwe* — — 

KM*— tar II UMbi^ 

M* !«M 9upar Fatium (NOF«| 

Mi—Am 1 1HW - 

k*BBiaani£r Ll+PT+;i _ 

Movie FKnaaa CullbalC* | 

M~aa_ . 



"Jinja ItcffllE 

UinjaWmlim 

NM* _.._. 

Nialli ivSouih ■■_■■■■_ 

fn,a*,lk_ Wolf (_»*)_ 

Oft 

(Mm Fiirapt (NOT*l . — 

ndm KijnJ- _____ 

PujmiI EllTt _...._ 

Pr*AFjLliliiJ«lf1£I.. ______ 

PO*Ti~ taUft _ ..... 

PafUtLlVJ 2 

F"H|HVn ■ 

Kuitull [*— »> 

Plnl-. i NOTn 

PWP»hkT 

Fta—unHfianpl _... 

F~ubu. J ( I k*V> 

ropubtj* WndJ FJilul 

h«— T fatfc ^riilia^l ItWItt 

rsaajr lip rAaaB)..- — 

IV*ifpn"np=i _ 

ivm_— — .p.-, vm t»* |W1K_ 

Pnmv irf Pnui iP™T*} _ 

nuf» XlLMbl. 

Pin Tcjalla ¥auf 2 

PYiH>|hl „ , 

Ouc_ _(JluTr i.t'«npk ...... 

QucaJ Fur Gkjfy - 

R-Type 1[ (NOT* I 

It F4I, F__y_2 INCJTt) 

KaVC ririral' 

Raani-l TyuM (1Mb) 

Raalla-Cftlaxiaon iNUf. _ 

Rpilnp- 

itlrt Eajpj paianll 

tlU Of Tat Pnjjai 

ItHlll — 

Kotw. Ifo.il 

K.)tHV->t 

*tfa»— . HI — - 



Raaui —... ™ 

Riflh .Th*W«UCup 

SnaaVy DUO A Scitppy Pm * 

J_ti__ ndm ________ 

5«— I Of Mnnarj' lllinil ( I Mh NOT-I 

Sttra of Tht SiP— Bitot* 

StladDB. Of The B«a| || 

SllldO- SWMIWtpKlT-l 

SIMM PMOlf — 

Munch — . 

_Ill_~aa_ Call 

SafcmStnlcx UllMbl 

SaBlwum - — 

SaaaaC m^...™...™... 

Sun nrfiTfopuk*!* ... 

SanF-ann 



St-F-al 

SlW-TTf. ■ 

act Manaftr- Hull! Fvijtt 

5i-b 5IM5 |t"™ipi 
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VIEW 




Woo-oo-oo! Dare you enter 
the Risky Woods? Gary Whitta 
did, and this is his story... 

isky's a bit of a funny old word, isn't it? Unlike 
*5hwing" and "Cowabunga", it's not yet received 
kworldwide recognition, and this is perhaps 
because it's not a very good word. If it wasn't for Jim 
Davidson and his hilarious "Too Risky" catch phrase and 
that boardgame, it would be very much in the Vaux- 
hall/GM Conference of words. However, this is undoubt- 
edly all set to change thanks to Spanish developer 
Dirttmic (the team behind the execrable Army Moves and 
Navy Moves games among countless forgettable oth- 




ers) with its long-awaited latest. The entertainingly-titled 
Risky Woods is a colourful slice of scrolling platform- 
based hack and slay action in the same vein as Switch- 
blade II and last month's Jim Power, 

The story (such as it is) tells of a mythical world called 
the tost Land, where peace and prosperity reigns thanks 
to a bunch of wise old monks that look after the place. 
That is until the evil Dratcos and his minions turn up, turn 
the monks to stone and draw a curtain of utter ghastii- 
ness across the land. As the headstrong young warrior 
Rohan, it's your job to enter the Risky Woods, rescue the 
stoney-faced monks and generally make everything 
dreamy again, Yes, yes, it's formulaic stuff, but I for one 
couldn't give a monkey's for the Intricacies of the sto- 
ryline, just so long as the game's a right royal laugh. So 
let's press on and see rf it is or not, shall we? 



Treasure chests descend from the 
heavens from time to time, offering 
all kinds of wondrous goodies. Once 
broken open with • few shots, the 
contents leap out for you to pick 
And choose from. There's a selection 
of bath good and bad bounty ■ 
smart bombs, shields, extra time, 
live* and energy are the predictable 
positive ones, but a lot more Imagi- 
nation has gone into the conception 
of the negatives. For example., how 
about an icon that transports you 
back a few screens, or poisoned fruit 

that lends yau to sleep, wasting 
precious time or, most heinous of 
all, a skull that turns the screen 
upside down) nJeeel To make mat- 
ters worse, the bad things aren't 
always bad ■ sometimes they may 
deliver a handsome points bonus 
Instead, so you have to decide if you 
want to take the risk. 




Risky Woods consists of tour zones, 
each made of two levels and each 
with its Own end -of -world guardian. 
The object is simply to slash your way 
from left to right to the goai-Nne at 
the end, Prior to each level, this map 
screen appears showing a part of the 
Risky Woods world. A miniature 
Rohan shows where you're about to 
venture, with the map scrolling to 

reveal more of the world as you 
progress. Smart, eh? 

Rohan comes armed with en infinite 
supply of throwing knives - ideal for 
offing the hordes of the undead that 
accost him constantly. These skeletal 
oppresors, which constitute the first 
part of the game's main opposition, 
are a real pain, attacking virtually 
non-stop - advancing just a single 
screen can take a while, as much of 

the time is spent just hacking them 
out of the way. They don't have any 
weapons, but if they touch you they 
explode, taking one of your hit 
points (you get eleven of them for 
each of your three lives) with 
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Nothing too n£ky here, 
I just 4 bit of a warm-up 
far what 5 to come. 



.Slightly more risky now, 
i a* we enter the next, 
darker stage of the woods 



st like in that old favourite 
Ghouls n Ghosts, each stage is 
preceeded by a map of the Risky 
Woods world, showing you 
where you're about to venture in 
miniature. So let's make use of 
the latest screenshot-joining 
technology to show you the 
entire game world in one go r 
along with all the levels. The 
only thing we've left out are the 
end-of-level guardians, because 
they're best kept secret. 



limit: 




Lots of flying baddies in 
'stage four, including 
demons and gargoyles. 



A trip into town for the 
neict stage, complete 
(ith hordes of city guards 



Rohan travels into the 
spooky cast ie, replete 
with guards and trips 





the same, but with even 

deadlier pitfalls, Aaieee! 



The urban violence 

Jtinues, with mer* hack- 
ing frolics around town. 



■ 



J Finally, a danger- 

I fraught trip across 
the desert wastelands. 



Each level is guarded somewhere around the midway 
point by a tower with a big starry eye on top, Call«d an 
Eye Door it's completely invulnerable to your fire and 
can't he gotten around, so the only way to prograis is to 
destroy the tower by using an Eye Key. which hai been 
broken into two parts that are found around the 
landscape. Simply collect both halves, then release the 
key when you reach the tower to blow it up with an 
impressive pyrotechnic* I display. If you get to the tower 
without the piece (a) of key required, you're spirited back 
to the nearest key piece, so you don't have to go search- 
ing. Oh, and if things get too bad, the Eye Key can alto be 
used a* a smart bomb. 



■ far so good. I'm at the start of 
the level and have a few seconds 
of shield. Off we go! 
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Some weanie*, when hilled, 
release a spinning golden 
coin worth fiv* credit*. Duck 
down to pick them up and 
they're added to your bank 
balance - but be quick at 
they flicker away after a 
few seconds. Rohan drops a 
coin Or two every time he's 
buffeted by a baddy, and 
the whole lot goes flying 
when his last hit point is 
exhausted. It's well worth 
trying to keep hold of these, 
as they're used as tender in 
Ye Old <■ Shoppe at the end 
of each level, 




Risky Woods' end of level 
guardians have a stage all 
of their own - the 
confrontation takes place in 
an underground cave with 
no platform* or ledges to 
assist you. Each guardian 
has its own particular 
modus operandi) - obviously 
they get harder as the game 
progresses,,, with the final 
fight against Drasros being a 
real killer - although there's 
no major difference in the 
way that you fight them. 
They shoot at you, you 
dodge the bullets and shoot 
back. Generally it's the 
dodging part that tends to 
be the hardest, as. they're 
very ferocious and have a 
habit of chucking an inordi- 
nate amount of natty stuff 
at you. When battling a 
guardian, its own energy is 
shown in the status display, 
so you can see at-a-glance 
how many more hits are 
required to kill it. 
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Level One may be the (east risky 
of all the stages in Risky Woods, 
but it's got its fair share of perils, 
alright. So let's fellow Rohan as he 
makes his way through a section 

of this first stage and see how he gets on, 

shall we? 





Ye Olde Shoppe, found at the end of 
each of the twelve stages, is where you 
can top up your energy and, more impor- 
tantly, trade in your crusty old knives for 
something a bit more special. Each of 
the four weapons on sale can be bought 
op to three times - each time you re-buy 
a weapon, its power is increased, mak- 
ing for a much more efficient killing 
device. The shopkeeper is a friendly 
chap, and if you want to change your 
weapon at any time, he'll happily buy 
back the old one, so you only have to pay 
the difference. 

FIRE 

A fairly smart weapon, costing 70 coins. For litis you 

net an unlimiled supply of spinning tire-wheel things. 
They behave exactly like the knives and chains, 
eicepl they're a bit faster and do more damage. They 
look good too. 

AXE 

Oh dear, a bit of a duMer this one. Instead of tray pi- 
ling straight ahead, it moves in an arc when thrown, 
travelling upwards first then tailing Inwards Ihe floor 
This is okay for dealing with enemies above you, but 
not so hot for general use as their range is limited. 50 
coins is the asking price lor this one, and its a litthe 
overpriced if you ask us. 

CHAIN 

These work in the same way as knives, travelling in 

straight lines towards their targets. But they're slight- 
ly faster and more powerful, so well worth investing in 
for a measly 60 eo in*. 

BOOMERANG 

Now this is a tasty hit of kit. Complete with sharp 
spikes, these antipodean lifetakers are superbly 
effective in light corners. They do, of course, travel 
outwards in a straight lioe, then turn round and come 
back, doubling its striking power at a stroke, If you've 
goi baddies coming In from both sides, this is the 
weapon you want tn have. A steal at just ISO coins. 

ENERGY 

Simple, this one. Energy is bought in single notches, 

with each hit point selling tor 2G coins. 
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THE VERDICT 



After the likes of the excellent Myth, 
Fire & Ice and The Addams Family, 
Amiga owners: have beer* a bit spoilt 
le platform -based action front 
f. And though Risky Woods has 

I its faults, there's no doubt that it 
measures up admirably to that quali- 
o- More hack'n'slash action than 
lario-esque exploits of Gomez 
at Coyote, Risky Woods is n«v- 
eless an obvious attempt (and 
' latest of many) to produce a true 
ole-styte arcade game - the 
| I Japanese representation of the main 
character is a dead giveaway. 
Unfortunately it will have to be 
j cliche city as I say that the gameplay 
j in Risky Woods is fast and furious, 
with virtually no let-up or respite in 
the action from start to finish. If 
anything it's a little too tough, bor- 
dering at times on the point of com- 
plete foot-through-the-monitor 
frustration. Anybody who's played 
some of Dinamic's earlier games will 
. he familiar with this - the Spanish 
___^ must have special gamesplaying 
II If T< 1 DTI glands that give them extra skill, as 

I'd warrant that Risky Woods is too 
hard for the average British gamer. 
Maybe it's just be being a big girl's 
blouse, but there you go. That said. I 
immensely enjoyed my time with 
lys very well, and the graphics, colourful 
and supremely well-animated as they are, wouldn't put a 
coin -op to shame. There are some annoying aspects, like the 
juddery movement of the central character, and the way in 
which you're sometimes forced to pick up objects you don't 
want, but there's nothing seriously wrong - the design is 
sound, and talking of that there are some superb tunes and 
spot effects to jolly the proceedings along. If you've got a 
high endurance threshold and reckon yourself as a bit of a 
master gamer, I'd recommend Risky Woods unreservedly as 
a long-lasting blast. Everyone else should at least check it 
out - it's a lot of fun. 
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Dkiuh Risky Woods only scrolls horizontally, it could hardly be called An 
■read* adventure, and you'd have to be a complete arse to get lost - bwt 
nevertheless there's a fair hit of leaping about the landscape to be done, via 
the many floating and sliding platforms, elevators and ledges, The constant- 
ly-moving nature of many parts of the background make timing a key factor, 
but on the whole the action is nowhere near as platform-orientated as, say. 

Fire And Ice. 
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Like all good platform games, * lot 
of the action in Risky Woods it all 
about leaping from ledge to ledge 

across deadly chasms. You don't 

have to be pixel-perfect, the gamt'i 
too frantic for that, but you da need 
to be able to judge distances fairly 
accurately Under pressure. This situa- 
tion is aggravated by the f act that 
many of the more perilous area* are 
patrolled by 'orrible squawking bird 
creatures that knock you back in 
mid-air. often with fatal resutts- 




(Above) When you come across one 
of the frozen monk-Statue* (each 
level has a few, as indicated in the 
status display), pump a few shots 
into it. The stone with splinter and 
crack, then finally explode apart, 
releasing the monk inside with a big 
BOOOM and some dazzling lightning 
effects. Only when all the monks 
have been released can the level be 
completed - miss one and you have 
to go back and do it all again. Doh! 
Beware also of bad monks. They're 
indistinguishable from the goodies 
until you open them up, when they 
unleash nasty energy thing ies that 

sa p your hit points. The only thing to 
do is try all of them and learn where 
the bad ones *n so you can leave 
them alone in the future, 




There are plenty of smart graphical 
effects to behold. For example, when 
Rohan ventures into a cavern it gets 
all dark and gloomy, limiting visibili- 
ty and adding to the atmosphere. It 
gets a bit squinty after a while, but 
fortunately these sections don't last 

too long - they're just a bit Of an 
interesting aesthetic interlude. 
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'Life in the fast lane can be crazy 
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It's no use. I just can't keep com- 
ing up with interesting intros for 
soccer game reviews. I mean 
what else is there to say? The answer 
is, unfortunately, after half a dozen 
similar sims in the last few months, 
not a lot. Fortunately, however 1 , 
those fine people at newly-formed 
Rage Software (all ex- Sped a I FX 
developers) have been considerate 
enough to do something a bit dif- 
ferent with their own effort, thereby 
giving me something new to say. 
Instead of the usual side-on or top- 
down views that we've come to 
know and love. Striker makes the 
bold step of tackling (ho bloody ho 

- unimpressed readers) our national 
sport from the little-attempted and 
hardly-euer successful 3D viewpoint 

- a feature worthy of note in its own 
right. 

And,., that's about it Apart from 
that neat twist, Striker is a straight- 
forward, no frills, just-do-it arcade 
soccer game. Unlike most games 
that, by a bizarre and entirely-inex- 
plicable coincidence (not!), seem to 
have materialised just as the 
European Championships are in 
full swing, Striker isn't limited 



The final big-name player in the computer soccer Premier League has 
finally kicked off! Gary Whitta gets it on the bench for a thorough 
match -fitness check* 



by a Euro theme - the 64 teams fea- 
tured come from all corners of the 
globe (oh that's right, because a 
globe has lots of corners - more 
unimpressed readers), including 
America, Africa and Asia. 




Though the emphasis is very much 
on arcade action, there's a tactical 

element too. Team formations ant 
selected from a bank of eight prior 
to play, with variations of attacking 
and defensive styles as well as 
ftobbo s favourite, the Sweep«r sys- 
tem. Ooh, and don't forget the wind, 
which varies in strength arid direc- 
tion, and the three types Of pitch. 




No messing about in this review - let's get straight out onto the pitch for 
some instant action. Striker's "friendly game" option allows you to bypass 
the bull and take to the park Immediately- The game views looks longways 
"Up" the pitch, scrolling in eight directions to fallow the high-speed frolics, 
the angled 3D view means that players run and shoot "into" and "out of" 
the screen. It's not a million mites away from playing a top-down game like 
Kick Off or Sensible Soccer, although the pivoted viewpoint makes a notica- 
ble difference to the way you play. 



' 




A double-click On the joystick button 
iendi the defender you're currently 
controlling (indicated by a coloured 
ellipse) into a vicious sliding tackle 
which may result in a nifty change- of 
possession or, if the refs extra-uigi- 
lant - a foul, When a free kick is 
awarded against such misbehaviour, 
the taker can direct his shot using a 

dotted line of trajectory. Will you 

take a long grassc utter or a short- 
dittance lob that flies over the heads 
of the defensive wall? The choice is 
yours, but remember that the line's 
not entirety accurate and the ball 
won't always land exactly as predict- 
ed. 





Detailed American -style match Itatil- 
tics Can be called up at any time dur- 
ing play, and appear automatically at 
the end of the game. They make 
quite interesting reading and could 

even be used to highlight weak areas 

of your game by showing possession 
time, shots on goal, fouls, bookings, 
territorial advantage, free kicks et al 
far each team. 




< Right) The World Tournament is 
Striker's only league/cup 
competition, where the 64 competing 
teams are whittled down through six 
elimintation rounds to the last two 
finalists who play in... well, the final. 
And that's about it. 
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Other set-pieces, like throw-ins and corners are more simplistic ■ just hit the 
button and away it goes, hopefully to the foot of a waiting player in the 
opponent's go.ilrnouth. Penalties work just like in Kick Off - an arrow skims 
from side to side across the goal, and it's basically a reaction test against the 
computer goalie, with the player hitting the button to stop the arrow where 
he wants to shoot. 
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Arriving the month after the juicy 
Sensible Soccer, Striker is certainly- 
going up against sortie heavy compe- 
tition. But although it would be very 
easy to compare the two, it's not 
really fair as the games, theme apart, 
have hardly anything in common. 
While Sensible is a very authentic, 
tactical game, Striker is more of an 
instinctive kick- and- run affair, and 
it's a lot more like Kick Off than any- 
thing else in that sense. But this is by 
no means bad - after all, Kick Off 
doesn't play anything like real foot- 
ball but that doesn't stop it being a 
fine football game. Another thing 
Striker shares with Kick Off is the 
neck- breaking speed - at lower levels 
it's fine, but put two top-ranking 
teams together and it's like watching 
a televised game on video with 
speed-search full on. It's fast to the 
point of off-putting at times, but this 
is a problem that's more to do with 
the one-player mode, as the comput- 
er teams have a tendency to be a bit 
too good and won't hesitate to capi- 
talise on your slightest mistake. 
Playing with lower-ranking teams 
and with the pitch markings on 
helps, but I can't help feeling that 
the World Tournament option suffers 
as a result. As to the big question of 
does it actually play well, the answer 
is yes - after a fashion. Despite the speed, it is possible to 
get into the swing of things - but the passing doesn't work 
too well. It's more a matter of luck than judgement, and 
combined with the vekro-ball dribbling technique, it's all 
too tempting to make solo suicide raids all the way up the 
pitch - and that's hardly what this sort of game supposed to 
be all about, is it? Ultimately, Striker's good points just 
about outweigh the bad, and such I'd recommend it heartily 
to everyone from the Kick Off school of computer football. 
Its no-nonsense action makes it more accessible than 
Sensible Soccer, but ultimately less rewarding. 
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Another twist an the swinging-balls theme (this sounds familiar]' is the clock, 
who's pendulum will give Gomez a right thwack up the backside if he isn't 
paying attention. Skillful players will learn not to leap in fright ifitp the 
oncoming ghost. 
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Can Ocean pull off another Hudson Hawk, 
by turning (although for entirely different 
reasons) a movie which doesn't exactly lend 
itself to conversion into a game into a soft- 
ware funfest? Jim Douglas thinks so... 



^J 



(Above! By picking up a certain bonus 
Item Gomez becomes SuperGomsz 
(represented by the lovely twinkly 
stars which follow our hero), allow- 
ing the player to hurt I* through any 
bad guys entirely unharmed. While it 
only lasts for a number of seconds, 
this feature is absolutely essential for 
completing some of the truly hair- 
raising moments later in the 
game - and believe you me, 
there are plenty of them! 




Ocean have finally worked out 
how to put a decent movie 
conversion together, They've 
done it with Hudson Hawk and they've 
now done it with Addams. And the first 
rule would seem to involve throwing 
away everything in the whole movie 
except the central characters. And on 
the whole it worki remarkably well. 

In this case, Gome? has returned 
home from somewhere or other to find 
the entire family (Wednesday, Pugsly, 
Uncle Fester. Mortieia and that old 
granny) have been magically whisked 
away to the darker recesses of the fam- 
ily home, and worse still, the whole 

{Left I It's from the staircase that 
Gomez: can gain access to virtually 
any area of the house. This delight- 
fully barren screen is far from as bor- 
ing as it seems, and players willing 
to explore this most dreary looking 
place will find secret things beyond 
their wildest dreams] 



place ha s been, taken over by all man- 
ner of crazy little varmints ! 

Unless he's prepared to spend the 
rest of his life in the doghouse,. Gomez 
had better set about a full-scale rescue 
mission pretty damned quickly. Using 
the stairway as a central point from 
which all areas can he reached, Gomez 
must track down each member of the 
family and send them to the relative 
safety of the Music Room. 

The game is presented as a graphi- 
cally excellent platform romp, packed 
full of hidden bonuses and secret 
rooms, giving the player a firm feeling 
that absolutely anything could happen 
next. 

Basically, Addams <s Ocean's answer 
to Mario, with the super-cute Gomel 
having to negotiate hazards amazing- 
ly similar to those in Super Marioworld 
on the SrJES. But there's plenty of orig- 
inality in here too. So let's take a tour... 
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(Left While many roams require ■ 
com bi nation at skill and thought to 
complete, others are simple tests of 
speed and dexterity. Take this corri- 
dor, for example, which is protected 
by two laser beams that constantly 
bounce round and round in a square, 
one inside the Other. Getting through 
without being fra« led is no easy 
task and one that, like crossing the 
electrified floors, is on* that won't be 
achieved by luck alone. It's all a ques- 
tion of pixel-perfect positioning and 
precise timing. 



(Be low) The triangular wall-switches 
play a vital part in the game, affect- 
ing everything from doors to the var- 
ious security systems. Unfortunately, 
each one's individual function can 

only be discovered by activating It, 

either by touching it directly or hit- 
ting it with a laser shot. The most 
simple kind simply toggle the 
open/closed status of a door, while 
others, particularly those on higher 

floors, have complex dual functions - 
a switch used to Open a door might 
also activate a security system, for 
example. Oh, and some doors can 
only be opened once the appropriate 
security key is in your possession. 
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(Above) Neogens move around the 
Genoq complex via the buildings 
ventilation system, and the vents in 
the floor pump them out with alarm- 
ing regularity. Simple blasting the 
neogens is not enough - there will 
always be another to take its plate. 
The only way to secure a room for 

good is to Seal the vent by running 

across it, Some rooms will only open 
the door to the exit once the vent 
has been sealed off. 



THE VERDICT 

Identical in every way to the 
PC original, D/ Generation is a 
fine specimen of original gam- 
ing fun. Though its roots are 
obviously in the classic isomet- 
ric adventures of yesteryear, 
it's got a style and feel all of 
ts own. If you're expecting an 
experience like Cadaver, 
you're likely to be disappoint- 
ed, as the puzzles: are all limit- 
ed to one screen each (there's 
no object manipulation}, and 
never ascend to what you'd 
call really difficult. You're not 
likely to get completely stuck - 
if anything you'll get killed 
because you didn't think 
something through properly. 
D/Generation isn't very merci- 
ful to impetuous players, with 
neogens and security devices 
efficient enough to punish for 
even the slightest foot wrong. 
In fairness to it, it sounds a lot 
tougher than it is, and is just 
hard enough to be compulsive, 
but not frustrating. Because 
it's not too heavy, it's very 
easy to have fun with, and 
allows for five- minute throw- 
away sessions that you simply 
can't have with other games in 
the genre, because of their 

long-winded 
nature. 
Graphically 
things are 
sound, with 

the polygonal, brightly-coloured 
visuals functioning well, if not 
sitting quite right with what is 
supposed to be a darkly- 
atmospheric theme. Sound is lit- 
tle more than functional with an 
average title track, but the spot 
effects are impressive enough to 
make up the difference. Ultimately, then, 
D/Generation is a worthy addition to the genre that 
it sort of belongs to, and has enough novel touches 
to earn it a place near, if not actually at the top, of 
your shopping list. 
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: bad. A pretty convincing job has 
been done hyping the two characters, 
and their likenesses have been put to 
effective use on the highs cores, intra 
and Game Over screens, adding to thi 
undeniably cutesey feel. Indeed, lots 

fffort has gone into making the 
ripheral elements of the game 
rather swishy. Which makes it more 
of a shame that the bulk of progra™ 
itself just isn't much of a laugh. 

It's vaguely reminiscent of BubbJ 
Bobble in the way the screen action 
works, but instead of being entertain- 
ing and flexible, it's a bit aggravating 
and rigid. The bask problems are as 
follows: the background graphics are 
so colourful and complex, you can't 
see what's going on for a lot of the 
time. Also, the addition of random 
"?" squares makes forming a strategy 
for any particular screen virtually 
impossible. Playing in two- player 
mode is a bit of a let-down, since 
each croc must turn on their own 
individual half of the lights. There's 
no way, save for trying to intercept a 
bad guy that the players can really 
help each other. However, for some 
lightweight arcade laughs, the Crocs 

mid be given some considerable 
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Two control methods are available. Classic and Special. Clastic control 
will simply mevt the crocs left and right. Special control offers wm* 
swifter clockwise/anticlockwise movement around the platforms. 
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Will Funk Croc and Punk Croc survive their 
dangerous journey through sixty levels of 
platform madness and succeed in their mis- 
sion to woo the gorgeous Crocette? Only 
you can decide. 




So far as becoming instant game Cult 
heroes in their own right, the Croc 
twins are a more bearable concept 
than most. They're actually rather 
smart looking. With their stupid 
grind and bubble noses. It's pretty 
likely, considering the a mound of 
time that Arcade Masters have gone 
to in publicising the two characters 
that they'll be binned before a sequel 
of some kind. And I, for one, look 
forward to them having the chance 
of shining in a slightly better game 
than this. 







Alee! Punk Ooc {the one with the 
sunglasses) is on the receiving end of 
an unwelcme advance by, er, well, 
it's rather tricky to tell. Perhaps it's a. 
chicken in a hat or something, This 
leaves a rather golden opportunity 
for Funk Croc (with the hat) to scoop 
some of the bonuses. Once a player 
has lost all his lives, he must sit it 
out while his opposite number con- 
tinues on through as many level* as 
he can. 



Coolness, we are told, is a way of 
life for the Cool Croc Twins, One 
of the twins may be punky (he 
has sunglasses) and one may be funky 
(he has the baseball cap) but neither of 
them are clunky when in the style 
department- Daisy Crocette finds the 
two croc's so stylish and dreamy that 
she can't decide which to, erm. go out 
with. And since a three-way scenario is 
clearly unsuitable, Daisy does the 
decent thing and goes far, far away. 
Being hot blooded crocs (if that's pos- 
sible), the Twins 
decide that one of 
them ending up with 
Daisy is better than 
both being left alone, 
and so set out, either 
together or individu- 
ally, depending if 
you're playing with a 
friend or solo, to 
track Daisy down, 

Along, the way, the 
Crocs must turn on 
little boxes of lights 
and prevent nasty 
monsters from turn- 
ing them off again. 
Each screen has a certain number of 
boxes, and an increasing number of 
nasties. 

Lights can be turned on by banging 
into their boxes and illuminating each 
of the three bulbs inside in turn. While 
the first few screens are an absolute 
doddle, everything becomes very diffi< 
cult very quickly, with the had guys 
turning out the illuminated boxes faster 
than a Croc can turn them on. 





A 




I 







2aa\ I HI GiiiTiin i'.i*{fl.( | JuMnrr t»d litdiiiuni, **r.».,,j 



From Ihe darkest corner of 

the Nth dimension, comes the 

hippest cosmos dweller 

ever to take centre screen. 

ZOOL-Nmia alien and 

righteous dude is on his way. 

Hedgehogs beware! J| 
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SOCCER CHALLENGE 

And what a challenge it is! Gary Whttta takes it up. 
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Love him or hate him, you cer- 
tainly can't ignore him. Well, 
you can if you don't follow 
football, I suppose. Yes, it's Graham 
Taylor, former Villa boss, now stat- 
uesque manager of the England 
squad and the latest in a long line of 
sporting superstars to lend their 
name to a computer game. Appar- 
ently, the pint-sized soccer wizard 
did more than just sign on the dot- 
ted line ' Krisalis claim he actually 
helped out in the development of 
the product as well. We'll give them 
the benefit of the doubt, although 
the idea of Taylor sitting at a PC and 
tapping away in assembly language 
is a sight we can't easily imagine, 

Given the nature of the licence; 
you won't be surprised to heat that 
Graham Taylor's Soccer Challenge is 
a management game only. The 
object of the game is for the player 
to follow in the career footsteps of 
Taylor himself - ie, progressing from 
the manager of a lowly third-division 
club to the very pinnacle of soccer 
management - England boss. 
When you get there, the second 
section of the game unfolds ■ 



essentially It's much the same as the 
first, but here the aim is to win the 
European Championships. 

Bang up to date as the game is, all 
the current league and cup tourna- 
ments are in there, both national and 
international, and the first division 
has been replaced by the Premier 
League - although presumably you 'I I 
need a BSkyB dish if you want to play 
in that particular section. 
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In one of Graham Taylor's many 
mildly-impressive graphic touches, 
each match is followed by a relevant 
newspaper head) in*. If you're partic- 
ularly sad, you might like to know 
that the names of th* regional 
papers featured ar# the authe 
tic ones, with th* appropriate 
one appearing for where the 
game has just been played. 



(Left) Specific information is avail- 
able on any of th* players in your 
squad - useful for when picking a 
team on match day, although it's 
slightly annoying that, when actu- 
ally in the team-selection phase, 
you're not allowed to refer back to 
her* just to refresh your memory 
about who's goad at what, 



FIXTURES 




Winch Of the tim# in Graham Taylor 
is spent scrolling through lists - 
squad rosters, team lists, fixture 
line-ups,,- a single screen simply 
isn't enough for the game's mam- 
moth databases. The wealth of 
information on offer ranges from 
the obvious (league tables, match 
results and th* like) to the most 
probing and trivial - personal play- 
er and manager histori**, lists of 
injuries, suspensions, club 
finances... it's all here for A prudent 
manager's perusal, 
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When match day comti around, you can elect to watch any of the many fix- 
tures that are being played in its entirety - of course you'd do bast to give 
priority to the progress of your own club. Games are played out arcade-style 
in a non-interactive scrolling sub -section that shows every second of the 
action - no "match highlight" cop outs here. What happens on-screen here is 
not randomised, but based directly on the status of the two teams., so you'll 
be able to see exactly how particular players at* performing. Substitutions 
can be made at any time, and after the match you decide what to say to your 

boy* in the communal bath - should you congratulate them, express disapp- 
pointment or give them a royal dressing-down? The choice is yours, but 
Whatever action you take is bound to have an impact on morale, 
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Like Domark's Championship 
Manager everything is controlled 
through a friendly paint-and-click 
environment - although it has to be 
said that graphically, Graham Taylor 
is considerably more lavish. There are 
three main areas - Players, Manager 

and Information, with a fourth icon 
set aside for save/load activity- 
Visiting the various departments 
brings up a set of sub-headings 
which in turn have their own menus 
and sub-menus • you'd better make 
sure you've got an Industrial 
Strength mouse, because there's an 
awful lot of clicking to be done. 



It's all uery well scouting for 
talent, negotiating contract! 
and pushing a pencil, but 
when match day arrives, it's 
time to put on the tracksuits 
and indulge in some HEAL 
managerial duties, First up h 
team selection, where you 
pick the top men from your 
squad to go out and do the 
business - you've got 
complete freedom in who you 
choose and where you play 
them, but it's not advisable 
to, say, put your goalkeeper 
on the right wing, When the 
full line-up's been selected, 
the team tactics are selected 
from a bank of six readily-pre- 
pared formations. Then, at 
last, it's out onto the pitch! 




Buying and selling players has always 
been one of the funnest parts of 
football management, and Graham 
Taylor allows you to flex your busi- 
ness muscle to its fullest extent. 
There are two options - pop along to 
the transfer market and see who's up 
for sale, or if there's one player 
you've particularly gat your eye on 
(perhaps you've heard good things 
from one of your talent scouts}, you 
can approach his team directly and 
make them an offer. The board 
decides how much you have to 
Spend, and obviously the cash levels 
(fees, salaries and the like) are rela- 
tive to your position in the league. 
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When two deeply-involved football 
management games arrive in the 
same month, comparisons are 
unavoidable - but unfortunately 
there's very little to separate Graham 
Taylor from Domark's effort. The 
Krisalis game has certainly got a lot 
in its favour - its clean-cut graphical 
presentation is ideal tor a game of 
this type, neatly ordering what can 
only be described as a colos- al 
amount of data into easily- manage- 
able chunks. Thanks to the nifty pre- 
sentation, all the real legwork has 
been eliminated and what would 
otherwise be the most laborious 
tasks are an absolute breeze. There 
are some faults - the way 
information is presented doesn't 
allow for the detailed cross-referenc- 
ing possible in Championship 
Manager, for example. Nevertheless, 
Graham Taylor's authenticity is 
remarkable, boasting accurate real* 
life information on all the clubs and 
players in the league, and the ability 
to change names so as to keep the 
game constantly updated. Once 
again, space has prevented us from 
more than scratching the surface of 
what Graham Taylor has to offer - 
It's amazing just how much the game 
has taken into account, and how 
thoughtful the player has to be a 
result. Returning inevitably to the 
comparisons, though, there really 
isn't much to choose between GT and CM on the strategy 
side - they both offer much the same package, with pluses 
and minuses on either side. One thing I'm not so fond of Is 
the way that success in Graham Taylor is more about 
personal achievement than that of a team - given the 
choice, I'd much rather try and get my team to the top than 
leapfrog my way through various jobs, using teams as step- 
ping stones towards the England manager's position. Of 
course Graham Taylor's probably more like real life this 
way, but it would have been nice if you could have chosen 
in what way you would succeed. That said, Graham Taylor 
is a fine game and one deserving of any football or strategy 
fan's attention. Unfortunately I just can't decide which of 
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From boardroom to changing room, 
playing field to training ground, 
Domark's latest strategic effort promis- 
es THE most complete management 
simulation of our national game to 
date. But does it take the Barclay's 
bubbly from Gary Whitta? 



Buying and selling players Is where much of Championship Manager's action is at. 
If you need some fresh talent you can visit the transfer market *rtd **e what's on 
sale, or take pot luck and try to poach a player from another team. Th* program 
helps you find who you're looking for by asking yau to specify what kind of player 
you ni'i-d, what age, with what skills and how much you're willing to pay, After* 
quick! !) search, all appropriate candidates are displayed for you to view. If you 
approach a player, it's first up to his team to decide if they want la -i e II. then up to 
the player himself if he wont* to move, if all goes well it's onto the negotiation 
Stage where you haggle over signing fees, contracts and wages, Finally, If you can 
get OV*r that final hurdle, you'll hive a new player. Selling players works exactly 
the same way, but In reverse. 
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"^■H om b?o no's not giving me one 
^^khundred percent" thunders 
■^F Forest manager Brian Clough in 
the latest of his ads for a certain break- 
fast cereal But, as anyone with a knowl- 
edge of football knows, being a suc- 
cessful "boss" In today's cut-and-thrust 
game involves, a lot more than just stuff- 
ing 5hredded Wheat down your player's 
necks. It takes vision, skill, talent - and 
m Cloughie's case, the ability to clout a 
few supporters around the head when- 
ever they get out of line. 

The aim of Domark's Championship 
Manager, coded over the period of 
seven years by two soccer enthusiasts, 
is to bring homo the realisation of what 
a tough job football management real- 
ly is. They may look like they're in a 
rushy position, sitting there on the 
bench in their warm tracksuits while the 
poor players freeze their knackers off on 
the icy pitch, but it's all a question of 
pressure, see? Kenny Dalglish couldn't 
take it at Liverpool, Graham Souness 



(LEFT) The league 
tables art just as 
you'd expect them, 
with all the revelanl 
played, won, drawn 
lost and goals infer 
mat ion provided in 
the traditional man- 



ended up having a triple heart bypass 
over it... it's no gravy train (unless you're 
George Graham of cqurse, in which case 
you get paid a fortune foF getting lucky 
draws and whingeing. of course), Now 
it's your turn to battle with the board, 
scream at the players and - hopefully ■ 
pick up league and cup glory. 

Taking the helm of the team of your 
choice, you've got to rise up the league, 
through the divisions, and generally be 
as successful as you possibly can. Up to 
four people can play, each with his Own 
team, and there are plenty of honours 
to be picked up by the ambitious, Sil- 
verware comes in the form of FA, flum- 
belows. Zenith, UEFA. European and 
Cupwinner's cups as well as a fictional 
Do mark trophy and the charity shield. 
In addition, you can achieve glory by 
winning Manager of the Month and 
Vear awards, have your players picked 
for the England squad, and of course 
top the first division. With rewards like 
that in the offing, how could you resist? 



(BOTTOM LEFTITactkal 
changes are easy to 
make mid-game. 
Players' portions are 
shown an a miniature 
pitch, from where you 
can twitch them 
around, alter th* tac- 
tic* (all those 
favourite 4-1-4. 4-4-1, 
5-3-2 formations are in there, amongil 
others) , make substitutions and issue 
general commands to individual players 
This ii where your real management 
skills must came to the fare, as. decisions 
here have a mdke-or-break influence on 
the match • and you know how crushing 
a defeat can feel. 
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(ABOVE) When the Saturday or Midweek 
fixtures have all been played, the days 
results come in game-by-game just like 
in the old World of Sport results 
segment. Keeping up to date with other 
team's performance if a worthwhile 
task, especially in the more critical stage 
of league or cup competitions,- 
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Any of Championship Manager's 1500 
fictional players can be strutinliad In 
detail via their perianal factfiles. It's 
vital you give these a good going-aver 
before buying a player. Prom here you 
tan find out ag«, nationality, t tmtr.it 1 
mi.itfi". .inH insurance details as well as 
ratings on the various skills - passing. 
tackling, flair, pace, stamina, influence 
and morale among many others. His 
footballing history It alfC- im iudid. 
Showing [i.i'.t pert rirm.mc<- .it .ill hi-, for- 
mer clubs, goal average, scoring record 
and so on. The level of detail's almost 
frightening. 




There's no specific place to go to get soccer newt - it just Appears on screen when- 
iver there's a noteworthy story. Anything of lnt*r*st to your own club is always 
displayed (such as injuries, contract renewal etc}, but when it comes to other 
teams, it tends, to be only the bigger stories that are brought to your attention. A 
particular example it transfer news, highlighting all the movers and leavers in the 
►taoue after each day's fixtures. 
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le thing that strikes 
you after a few lengthy playing 
sessions with Championship 
Manager, it's that if really does 
FEEL as if seven year's work at 
the hands of two avid football 
fans. The game's depth and 
level of detail is, quite simply, 
breathtaking, and as such 
should be welcomed warmly by 
all serious fans of "this sort of 
thing." The fact is, the sort of 
person who buys games like 
this can spot inaccuracies and 
inadequacies a mile off, but 
you'd be hard pushed to find 
any omissions or badly-handled 
elements here, If anything, it's 
the absence of a real interactive 
training element that some fans 
might be disgruntled by. I could 
go on about the stunning intri- 
cacy all day - this review is real- 
ly only scratching the surface, 
and that's what's really most 
impressive about the game. 
Obviously, football purists are 
going to have a lot of fun here, 
and the sheer scale of thing 
means that boredom seems a 
very remote concept indeed. 
Everything is presented well, 
using a clean and instinctive 

point- an d-ctick system, although it's a shame that 
the graphics are as threadbare as they are - surely 
they could have been made a bit more attractive? 
That's a deficiency that's unlikely to put people off, 
however, who will no doubt be far too busy getting 
lost in the game's incredible maze of statistics and 
strategy. Probably the finest example of a true 
enthusiast's management sim to date, 
Championship Manager is a game that demands a 
lot of attention - but pays handsome dividends to 
those willing to make the effort. 
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Peter Banning, stressed-out 
lawyer who hates flying and 
hris no time for his children 
needs teaching a lessor*. A lesson in 
compassion and love. So. Up pops a 
mysterious villain who whisks away 
Manning's children to a mystery loca- 
tion (Nevernever Land). Forced by the 
newly rediscovered Tin kernel I to 
return to this imaginary place. Ban- 
ning must rediscover his childhood, regain his lost inno- 
cence and accept his trae identity as Peter Pan in order 
to defeat his kids" kidnapper who is none other than - 
ulp- his oJd foe Hook! 

While the gooey storyline might be as puke-induc- 
ing as a punch in the guts after art especially big 
meringue pie. Hook - The Game promises to be an alto- 
gether more enjoyable affair. Ocean have adopted the 
Lucasfilm style of icon-driven graphic adventuring for 
their latest small-screen epic, and the results are pretty 
impressive. 

The player, as Banning, begins the game in Nevem- 
ever Land and must immediately set about rescuing his 
children and orchestrating the downfall of the evil Hook. 

A reasonably regular pattern of puzzles and clues 
emerges, with the player being given helpful pointers 
by the various characters in the game and, should the 
storyline really grind to a halt, Tinkerbell herself offer- 
ing useful advice, 

The action is controlled using the icon panel in the 
bottom third of the screen and the animated Peter walks 
around from location to location using the most sim- 
ply point-and-click commands, 



The movie may well have been a bit of an over-hyped saccharine 
star vehicle but the game has much more promise. Ocean, keen 
to be seen trying new game styles for their movie conversions 
try their band at the Lucasfilm style graphic adventure. Jim Dou- 
glas takes a look. 
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[Above) Peter's first encounter with 
Hook is impressive to say the l*Mvt. A 
massive Enrolling sequence ensue? 
resuming you're carrying Certain 
items to .ltt.i-rh the wirjgv 
rapscallion 5 attention. Then, having 
set up a date for a big showdown, 
Peter should make his excuses and 
le.ive in order to prepare for 1 his 
im:immDth training -session. 

(Right) Having mad* a none-too ele- 
gant departure of* the side of Hook's 
beat, Peter finds himself stuck 
underwater The mystical Sh*H Lift 
seem-; out of order, Flu it! 
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(Above) Onrp at the top of the 
^hell lift Peter C Jin Survey the 
what* Island. But thereS no time 
for g;nvp>ng at the (fernery Heir 
down th-- branch *nd into 

(Riqht) The Never Forest! No 
adventiurr ■ ™ulrt he romplc*.- 
ivithout a i-ruizc lid Hook ii no 
exception Using h» skill nt*& 
itidgnmnnt, Petor mint mnke 
sensi* cf the f erte wood (f»cel 
font music htrf) ind find its 
inh»hiti"nt l 



Aha! The Lost Boys, oiks of sn outstandingly rough nature Notice that their 
plates are empty, yet they seem to be enjoying a mighty fcifftT If nnfy Pvtef 
could see things as they could,., 



PETER & 
TINKFRBELLS 

EXCELLENT 

ADVENTURE 

The main aim for Peter 
when trying to rescue 
his children is not 
defeating Hook, but mak- 
ing himself ready to 
defeat him. In Never- 
never Land, an over- 
stressed lawyer stands 
little chance of effec- 
tively dealing with fanta- 
sy foes like Hook and his 
cronies. The key to 
preparing Peter for his 
Hnal showdown with the 
be-wigged pirate is 
helping him to rediscov- 
er his childhood and his 
lost innocence. 

Thankfully, this isn't 
quite as wretched as it 
sounds, and Peter's 
encounters with events 
which reasonably close- 
ly mirror the plot of the 
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tain- 



film are both enterti 
ing and intriguing. The 
narrative is realty quite 
strong, and nulls the 
player through the 
action with surprising 
ease, The plot develops 
just fast enough to con- 
tinually present new 
leads and clues. 

Here we take a whis- 
tlestop tour around the 
major locations in the 



(Above) The Four Season s r juft 
around the back of The Lost 
Boy's place. All manner at useful 
objects can be found herp That 
branch looks interesting. And 
what b the Chicken hiding? 

(Right) Tinker be! I proves to be 
an invaluable source of 
informatin for baffled players, 
guiding them thnygh their 
strange rtew world whenever 
she ran. 
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game, and examine the 




sort of things which 


il 


Peter will have to get up 


it 


to in order to regain his 


s 


Panhood and ready him- 


ts 


self for the climactic 


i- 


battle with Hook him- 


le 


self. 





(Above) Hmm. A broken yet 
absa'uteJy enormoui slingshot. 
Maybe this is the key to Peter re 

discovering how to fly. But how 
to mend it? 

(Left) Back at the Beach. 
Whenever Peter's progress is 
blocked, the reason is clear, 
here, the pirate won't Jet him on 
the boat because he looks like a 
lawyer, not a salty seadoq. 
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Hook Es a pretty impressive game. 
Certainty, when you bear in mind 
that this If the first every graphic 
adventure to come out of the Ocean 
stable, it's an achievement worth 
applauding. Special commendations 
go in particular to the graphics and 
sound - both are exemplary. The 
visuals are cartoony enough to 
amuse and atmospheric enough to 
enthrall. And the music, although in 
no means ever-present is simply 
excellent. 

The object handling and conver- 
sation routines (a multiple choice 
menu to dick through) are 
exceptionally friendly, and there are 
simply stacks of extra touches 
thrown In for good measure. The 
game gets the player off to a flying 
start with a clear indication of his 
mission and immediate objectives 
straight away, and always points him 
in the right direction upon 
completion of a particular puzzle. 

The biggest criticism of the game is that it, well, isn't 
very, uh "big". While there is quite a lot to explore. Plenty 
of characters to talk to and lots of mini-puzzles to solve, 
there really isn't much to really get one's teeth into. There 
are only three main sections of the game; Pirate Town, 
Peter's encounter with the Lost Boys and the final 
frontation with Hook himself. 

Although the story hangs together very well, and the 
r is drawn into the adventure most convincingly, there 
n't really enough of it. 
while experienced adventurers may find the ride 
'ived, everyone who plays Is sure to enjoy it. 




(Above) The surgery of Or Chop is a grizzly place indeed. 
And the player ml r»a*d to get on the wrong end of the 
good doctor's pliers in order to get enough cash for 
some essential purchases. The Doctor must be visited at 
the start of the long process of assembling monies and 
other Items in order to equip Peter With a fin* Pirates 
costume. The conversation selector works in a reasonably 
ltd n da rd fashion, with potential phrases cycling through 
in a dark colour and the chosen one being "spoken' put 
in yellow. 




. 




(Above) Doing wonders for what in essence, is a rather 
soft storyline are the graphics and sound, each adding 
bucket! bads of Atmosphere to every location. While the 
animations of the main characters is quite cartoony, the 
excellent backdrops and truly staggering music do won- 
ders for the feel, These elements conjure up feelings *f 
being in both an oldu worlde pirate town and a 
completely mysterious and bizarre place like the Never 
forest remarkably well, Top marks! 
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ftt's face it. Even the most caring owner's 
Amiga can become a little dulled and 
Idusty over the years. All of those years 
of happy gaming can certainly take their toll 
on the look of one's machine. Take a look at 
your Amiga now. We all know that it's a hand- 
some beast. No one's questioning that But if 
it sees anything close to the amount of gam- 
ing hours as the machines in The One's office, 
it's probably looking a little worn and torn. 

Allow us to solve your problem. In fact, allow 
us to make your year by giving {yes, giving) you 
an entirely new A600, Commodore's brand- 
spanking new Amiga, complete with fitted- 
internally-and-completely-out-of-sight 20Mb 
hard drive. Just look at the pics. Let us, if you 
will, furnish you with one of these delightful 
contraptions for free. 

Well, when we say "us" we actually mean 
Rage because we' re far too mean to ever splash 
out on such a good prize ourselves and it's only 
because Rage are such top generous fellas that 
we're doing it 

And the reasons, of course, for Rage's entire- 
ly characteristic fit of generocity are two-fold. 
First, in case there was any possible chance that 
you hadn't already heard that they are a blis- 
teringly new and fashionable software pub- 
lisher, they would like to make themselves 
known to you and. second, remind you that 
their Striker game {which we have reviewed 
and loved on page 84) is just about to come 
out in the shops. 

Striker is a riot of 3D soccer action and a 
more perfect way to christen that gleaming 
new Amiga we would find hard to imagine. 
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ANewA600HD 
Worth £500 

In our skillful STRIKER COMPETITION Thanks to 



THE PRIZES 

None of your rubbish here. We're talking brand new 
A600, all new, custom-designed, air-cooled, 16-vafve 
JOQBHP Amiga here, complete with internal 20Mb 
hard drive. This is an Amiga for the 90s - a leaner, 
meaner machine. And quite apart from its aesthet- 
ic appeal, it's worth about £500 too, The winner of 
the competition will get the A60QHD and a copy of 
Striker from Rage. Ten runners up will receive copies 
of the game. 

RULES 

This competition is not open to the employees of 
EMAP Images or Rage, their friends or relatives, The 
competition wiil close on 2 1 st July and the winners 
will be notified shortly afterward. The Editor's deci- 
sion is final and no correspondence will be entered 
into. No alternative prizes will be given and, while 
every care is taken, EMAP Images cannot be held 
responsible for entries lost or damaged in the post. 

HOW TO ENTER 

You know the Spot the ball competitions? Yes, 
thanks to thousands of pounds worth of amazing 
computer technology, we are finally able to bring 
you a compo which they've been doing for hun- 
dreds of years in the most crappy local newspapers. 
But, as you would expect, we've added a tiny touch 
of The One magic to the mix. Instead of simply 
putting a cross wherever you think the ball might 
be, we want you to identify which ball in the pic- 
tu re was actually there when we f r«e the g a me. As 
you can see, there are loads of the things! All you 
have to do to enter is use your skill and judgement 
to clearly mark which ball you think is the real one 
and not a sneaky im poster. The first correct entry 
out of the sweaty jockstrap will win the A600HD and 
a game. The next ten will get the game. 

THE COUPON 

fill In the coupon, cut out the picture and send it to: j 

i-riker Spot The Ball. The One, Emap Images, Frio- J 

-f Court, 30-32 Farringdon Lane, London EC1R 3AU ' 





Name 



Address, 



£*■ 



■■--*- 



M^*auik*iMMta 



Microdrive UK Ltd 



22, HIGH STREET 

HANS LOPE 

MILTON KEYNES MK19 7LQ 



CREDfT CARD ORDERS HOTLINE (0908) 511442 





Please make cheques and PC's payable to: 
MlcroDrive UK Ltd. 

P&P is included in UK. Europe add £2.00 per item. 
Elsewhere add £3.50 per item. 



RICES INCLUDE VAT 



AFTERBURNER „....,£B,&9 

ARAKNOID2 £6-99 

BARBARIAN 2 ,£6-&9 

BUBBLE BOBBLE IbM 

BATMAN THE MOVIE E6.&9 

BATMAN CAPED C RUSAOER ,E6 .99 

CARRIER COMMAND E6.&9 

CHUCKIE EQQ II £&M 

CYBERBALL £6.99 

DOUBLE DRAGON.,,, £6.99 

BLOOD MONEY,.,.., , £6.99 

FANTASY WORLD DIZZY ..£6.9-9 

FORGOTTEN WORLDS £6.99 

GAUNTLET II £6.M 

GHOSTBUSTERS II... .....£6,99 

HITCHIKER5 GUIDE £6.99 

LAST NINJA II ..... .£6.99 

MOONWALKER .,..,£6-99 

OPERATION WOLF £6.99 

PAPERBOY £6.99 

PREDATOR II .£6.99 

RAMBOIII £6.99 

RUN THE GAUNTLET ..£6-99 

SKY CHASE . .. , £6-99 

SPEEDBALL II £6.99 

SWITCHBLADE..... ,....£6.99 

TURRICAN £6-99 

WATERLOO .,......£6.99 

Z OUT .£6.99 



ACCES SORIES 

HALF MEG UPGRADE & CLOCK. ..£24.99 

4 PLAYER ADAPTOR £7.99 

40 LOCKABLE DISK BOX £6.99 

60 LQCKABLE DISK BOX EB.99 

150 POSSO STACKABEOISKBGXE17.99 

BOX 10 BULK DISKS £6.99 

BOX ID SONY BRANDED DISKS £9.99 

DUST COVER., - £4,99 

MOUSE MAT £3.99 

NAKASHA MOUSE £27.99 

QUICK JOY MEGA BOARD £21 .99 

QUICK JOY JET FIGHTE R £ 1 2,99 

QUICK JOY TOP STAR. ...£20.99 

QUICKSHOT PYTHON 

1MICROSWITCH) .£11.99 

NAVIGATOR , ...£12.99 

CHEETAH 125+ £8.99 



4D SPORTS DRIVING £16.50 

4D DRIVING £16,50 

A320 AIRBUS £22.50 

ABANDON ED FLAC ES £1 B.5D 

ADVANTAGE TEN MIS £16.50 

A10 TANK KILLER 1 .5' E£1 .50 

AFRIKAKORPS £16.50 

ALILNBHLLD £'7 5C 

AGONY £17,50 

ANOTHER WORLD £1 6,50 

BACK TO THE FUTURE III £15,50 

BABY JO £16,50 

BARBARIAN II £1670 

BIG RUN £16.50 

BILLY THE KID ,...£16,50 

BIRDS OF PREY £23,50 

BLUE MAX £19,50 

BLUES BROTHERS £16.50 

BONANZA BROTHERS* £16.50 

BRIDES OF DRACULA £1 6.5Q 

CADAVER.,,, , , £15.50 

CASTLES..,. £20.50 

CAPTAIN PLAN ET £1 6,50 

CHAOS ENGINE £19,50 

CELTIC LEGENDS ...,..£20,50 

CISCO HEAT ...£19.50 

CHUCK ROCK £15.50 

COVE RT ACTION - £2 1 .50 

CRUISE FOR A CORPSE ,£16,50 

DAYLIGHT ROBBERY* £16.50 

DEUTERQS £19,50 

DAS ROOT £19,50 

DELUXE PAINT 4 £56,50 

DEATHBRINGER £16,50 

D-GENERATION* £16,50 

DISCIPLES OF STEEL* £1 9,50 

DOUBLE DRAGON III £16.50 

ELF £16.50 

ELVIRA II £22.50 

EPIC £16.50 

EYE OF THE BEHOLDER £18.50 

FORMULA 1 GRAND PRIX £23.50 

F-15 STRIKE EAGLE II £22,50 

F-19 STEALTH FIGHTER £17,50 

F-1 1 7A STEALTH FIGHTER II £23,50 

F-16 COMBAT PILOT ,..£18,50 

FACE OFF ICE HOCKEY £16,50 

FINAL BLOW* £16,50 

FINAL WHISTLE £7.50 

FIRST SAMARAl £16,50 

FLIGHT OF THE INTRUDER £18,50 

FINAL FIGHT £16.50 

FUZZBALL £15.50 

GAUNTLET 3* £16.50 

GERM C RAZY £20. 50 

GODS £16.50 

GOLDEN AXE £16.50 

GUNSHIP20M* £20.50 

HAG AR ...,i: j, £16.50 

HARLEQUIN £16.50 

HARD NOVA...'. £1 6. 50 

HEROQUEST £16.50 

HE IM DALL £20. 50 

HUDSON HAWK £ 1 6. 50 

I JONES FATE OF ATLANTIS £19-50 

IT CAME FROM THE DESSERT £15.50 

J WHITE SNOOKER £18-50 

KICK OFF 11 £12.50 

KINGS GLI EST V £24.50 

KID GLOVES 2.... £16.50 

KILLING CLOUD, £16-50 



ALL ITEMS SUBJECT TO AVAILABILITY E&OE 

C T I O N 1 1 COMPILATIONS 



KNIQHTMARE £19.50 

KNIGHTS OF THE SKY £22 50 

LASTNINJAHI £17.50 

LEAN DER , £17.50 

LEGENDS £19-50 

LORDS OF THE RISING SUN ,,,£15.50 

LEISURE SUIT LARRY 5 £21.50 

LOTUS ESPRIT CHALLENGE II £16.50 

LEMMINGS £16.50 

LEMMINGS DATA DISK £14.99 

LIFE AND DEATH £16.50 

MAGIC POCKETS £1 6.50 

MANUTD EUROPE £15.50 

MEGA LO MANIA £20.50 

MEGA TRAVELLER £20.50 

MEGA TWINS £16.50 

MEGA FORTRESS* £19.50 

MICROPROSE GOLF. £23.50 

MIDWINTER II £22.50 

MOONSTONE £19.50 

MIGHTS MAGIC*,... £20.50 

MONKEY ISLAND II* £19-50 

MAM £18 50 

OH NO! MORE LEMMINGS £15.50 

OUTRUN EUROPA £1 6.50 

PEGASUS £16.50 

PAPERBOY 2 £16.50 

PGA PLUS £22.50 

PITFIGHTER £1 6 50 

PLAYER MANAGER £12 50 

POPULOUS'SIM CITY £20.50 

POPULOUS II £19 50 

RAILROAD TYCOON £23.50 

RED BARON* £25,50 

REALMS £19.50 

ROSOCOD £16.50 

ROBOCOPIII £16.50 

ROBOZONE £16.50 

ROBIN HOOD , £16.50 

RODLAND* £ie.50 

RUGBY - THE WORLD CUP £16.50 

RUBICON* £10.50 

SIM EARTH* ...£10.50 

SIMPSONS £10,50 

SMASH TV £10.50 

SPEEOBALL II £15.50 

SPACE ACE 2" £25.50 

SPACE 1BB9* Clfi.SO 

SPACE CRUSADE £16.50 

SUSPICIOUS CARGO £16.50 

SHUTTLE £27,99 

SPECIAL FORCES £21.50 

SPACE GUEST 4" £21.50 

TEAM YANKEE £19.50 

TEAM YANKEE 2 ,, £23.50 

TERMINATORS , £16.50 

THE GODFATHER £1 3.50 

THUNDERHAWKAH73M £20.50 

TV SPORTS BASKETBALL £1 5.60 

TV SPORTS FOOTBALL,,.,,.., ,.,£15.50 

ULTIMA VI £19.50 

UTOPIA £19.50 

UNDERPRESSURE* £15.50 

VIDEO KID £15,99 

WOLF CHILD -£16.50 

WOLF PACK .,.„. £16.50 

WORLD CLASS RUGBY El 6.50 

WORLD CLASS CRICKET £16.50 

WINGS £15.50 

WILLY BEAMISH £21.50 

W.W.F. WRESTLING ,.,.-.£16.50 



BOARD GENIUS 

SCRABBLE, CLUEDO, RISK 

MASTER DETECTIVE 

£18.99 

DOUBLE DOUBLE BILL 

TV SPORTS FOOTBALL, 

LORDS OF THE RISING SUN, 

WINGS. TV SPORTS 

BASKETBALL 

£31.99 

RAINBOW COLLECTION 

BUBBLE BOBBLE 

NEW ZEALAND STORY 

RAINBOW ISLAND 

£14.99 

SOCCER MANIA 

GAZZA'S SOCCER, 

MICROPROSE SOCCER, 

FOOTBALL MANAGER 2 

FOOTBALL MANAGER 

WORLD CUP EDITION 

£12.99 

THE QUEST FOR 

ADVENTURE 

OPERATION STEALTH. 

MEAN STREETS, INDIANA 

JONES LAST CRUSADE 

£24.99 

NINJA COLLECTION 

DOUBLE DRAGON, DRAGON 

NINJA, SHADOW WARRIOR 

£14.99 

FOUR WHEEL DRIVE 

TEAM SUZUKI, COMBO 

RACER, GT-FOUR RALLY, 

LOTUS TURBO CHALLENGE 

£19.99 

SUPER SEGA 

SUPER MONACO GRAND 

PRIX, GOLDEN AXE, 

CRACKDOWN, ESWAT, 

SHINOBI 

£20.99 

AIR, LAND AND SEA 

FA1S INTERCEPTOR, 68a 

ATTACK SUB, INDY 500 

£22.99 

DIZZY COLLECTION 

FAST FOOD, QUICK SNAX, 

MAGICLAND DIZZY, 

FANTASY WORLD DIZZY 

TREASURE ISLAND DIZZY 

£16.99 



GAMES MARKED 

WITH A " MAY 

NOT YET BE 

AVAILABLE AND 

WILL BE SENT 24 

HOURS AFTER 

RELEASE. 




TOTAl 



Postcoda 

TEL 

C'Caret No , , 

Exp. Date ......THOS 
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Pockots ompty? Moths fit your wallot? Complotoly, as thoy My, brasslcT Do net despair, 
you don't flood to bo on Intornotlonol playboy mllfienoJro llko JUffMMS Dob off tho 
Poster's advert to novo o good timo with your Amiga. Ho no nol For M MM* a* ffvo ponco 
(well, eight quid actually}, you con buy yourself just as much run as ony of these so-called 
"full-price" products hovo to offor. Unfortunately thoro's not much In tho way of OffffnoJ 
stuff this month, and It's re-release city all round. So if you mlssod J em tho first timo 
round, horo's your socond chanco to snap thorn up - or. If they're crap, avoid thorn again, 
Lot's tako a look, shall woT 





PANG 

The Hit Squad £7.99 

I u stmg balloons may not exactly 
.sound like a top idea for an 
'arcade game, but in the case of 
Ocean's conversion of the little-known 
Mitchell coin-op, it's an absolute stun- 
i Originally awarded a healthy 90% 
back in the October 1990 issue. Pang 
fl, like Toki, Plotting and Beach Volley. 
one of those rare gems to come our 
way from the highly-talented Ocean 
France team. Based loosely on Aster- 
oids, it's about as simple as this sort of 
game gets. It's played over a series of 
Static screens (each one represents a 
country from a world map around 
which the player travels), with the 
objective for each being to destroy all 
the big big bouncing baubles with the 
aid of a harpoon gun. Your little geezer 
scurries about at the bottom of the 
screen, shooting upwards at the bal- 
loons and popping them into smaller 
balloons. When every last balloon is 
gone, it's onto the ne,xt stage. And so 
it goes on. 

Things are considerably spiced up by 
the addition of enemies such as birds 
and hermit crabs that home in on you, 
stopping yog from firing for a few sec- 
onds if they touch you, and a plethora 
if powenups that perform all manner 
S* handy tasks, You can swap your 
Npons foi ,1 multitude' of mora 
enhanced models,, shield yourself from 
■, freeze the balloons for a short 




PLAYER-'. 

44850 



while, extend the time limit and so on, 

On later screens things are complicat- 
ed still further by the arrival of plat- 
forms and ledges That the player can 
whizz around on. 

I've yet to find anyone who won't 
admit that Pang is a great laugh - espe- 
cially in the competitive simultaneous 
two-player mode. It's simple,, fast and 
frenetic as all good arcade games 
should be r and looks and sounds abso- 
lutely lovely. It's by far the jolliest little 
game I can think of off-hand, and at 
this price you really don't have any 
excuse not to go out and buy it now. 
Re-release of the month, without a 
doubt. 



TINKY RATING: 90% 



T-KE IR IK 

2-4 STAGS 
hi: 300000 
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HORROR 
ZOMBIES 
FROM THE 
CRYPT 

GBH £7.99 

Why do they bother? Com- 
panies trying to do 'scary' 
horror games, I mean. They 
sure as hell don't scare anybody «jnd 
nine times out of ten they're decid- 
edly mediocre anyway This is cer- 
tainly true of the awesomely below- 
average Horror Zombies from the 
Crypt, a game that supposedly pays 
homage to the classic horror flicks 
of yesteryear. In it you play a hapless 
hem who stumbles into a creepy 
mansion in the dead of night (oh 
yes, because that sort of thing hap- 
pens all the time) and then has to try 
and escape. 




Naturally this unlikely scenario man- 
ifests itself Into a scrolling arcade 
adventure with the baddies all extras 
from various generic cinematic Shock- 
ers. You've got zombies, vampires, 
frankenstems stumbling about after 
you... it's all quite predictable really. 
The basic object is to avoid these mea- 
nies (or, better yet, kill them with your 
throwing knives), explore the various 
levels, collect keys and objects, unlock 
doors... you know the sort of thing - 
There are some vague platform ele- 
ments ■ many items of furniture can be 
climbed and jumped on, and in some 
cases moved about. 

If anything. Horror Zombies is best 
compared to something like The 
Addams Family - although this can't 
dare to hold a candle to Ocean's clas- 
sic platforiner Here the action is stunt- 
ed, slow and unexciting. There's very 
little to hold your attention, and the 
rather gratuitous death sequence (your 
head blows up unconvincingly), little 
effort has gone into trying to make the 
game anything like the horror movies 
it's supposed to be a tribute to. It's not 
totally unplayable, but it lacks imagi- 
nation, hasn't been very well put 
together and as a result comes across 
as one of the most mediocre games 
we've seen in a good few months. Buy 
something else instead. 



TINKY RATING: 55% 
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NICHTBREED: THE ACTION GAME 

The Hit Squad £7.99 



,&9*9% 




■ ops. Ocean obviously 
thought the Nightbreed was 

going to be a mega block- 
buster at the cinema, ce missioning 
not one but TWO games based 
around Clive Barker's pseudo- horror 
Hick. Unfortunately, as it turned out, 
Nightbreed was little more than a 
mediocre and rather shabbily- 
arranged film that died at the box 
office and... well, that's about it The 
law of averages dictates that for every 
Total Recall or Terminator 2 that 
Ocean signs up, there has to be a 
Navy Seals or Darkman as well. So, 
what we have here is the action-ori- 
entated interpretation of one of 
Ocean's more spectacularly unsuc- 



cessful licences of recent times. 

Of course a 1 1 th i s would have been 
entirely forgivable had the game itself 
been any good, but unfortunately 
this isn't the case either. It is, in short, 
quite a poor attempt at an arcade 
adventure based in the loosest possi- 
ble fashion around the ill-fated 
movie. The player is cast as Boone, 
the human hero who must venture 
through the bi?arre underground 
kingdom of Midian to rescue the 
Nightbreed, a freakish race of mutant 
humane ids from a bunch of neo-nazi 
cops who want to destroy them. 
There's also a sub-plot involving your 
personal confrontation with a serial 
killer, but basically all it boils down 
to is a sideways-scrolling arcade 
adventure cum beat'em-up that sees 
you constantly trying to fight off no 
end of perils (various groping mon- 
sters, cops with flamethrowers etc) 
while delving deeper into the maze- 
like subterranean world. 

Given the film's potential for game 
conversion (yes, it did have some}, 
Nightbreed is a surprisingly poor 
effort, lacking in imagination and 



execution equally. There's nothing 
here you haven't seen done better a 
dozen times in the past, and the 
graphics are sSoppy to the point of 
positively off-putting. A couple of 
nice ideas, but ultimately depressing, 
dodgy and deadly dull. Horror Zom- 
bies From the Crypt is better, and 
that's saying something. 

TINKY RATING: 45% 
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DIAL * A * GAME 



CHAOS 


POST NO 


STRIKES 


LETTERS 


BACK 


INSTANT 


ONLY £15.99 


SERVICE 



SEND NO 

MONEY 

NO CREDIT 

CARDS 



BARD'S TALE - ONLY £10,99 TURRfCAN 2 ONLY £9.99 



ALL GAMES ORDERED ARE DELIVERED TO YOUR 
DOOR, CASH ON DELIVERY WHEN SAFELY RECEIVED! 



PHONE: 081 769 9568 Normal Phona Rates 
Open Early until Late, 7 days a we-ek 

215 Amesbury Ave, Sfreatham, SW2 3BJ 




USE YOUR 

VOICE 

TO 
. -» 0OTDRAW 
* «8t THE 

^J} GUNFICHTER 

f*0R *• WIN IMG - 
ALTUE CASH PRIZES 
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IN yaj ore unriBf 18 ysan. ol age utease obtah Mtrr*«icn or whoever pays He phor-e bll 
INFQDIAL sQBo* 3t LSI 4TM Call triages 36p Ptr Mr. Cheao Jfo Per Mm Al Orhof Times f 



DIAL - A - TIP 

Cheats, Tips, and Game Solutions 



CHEATS GALORi: 

0H9 I lOl 23 1 

MEG ATI 1* C A M ESI IN E 

0891 445 987 

AM1CA GAMESTIPS 

U891 445 786 

AMIGA HOTLINE 

089 1 445 985 

SHADOW OF THE BEAST 1 AND II 

BARBARIAN II SOLUTION 

089 I 442 (122 
FIRST SAMLRAl HELPLINE 

0891 445 926 

MAGIC POCKET S/RODLAND 

SOLUTION 

08*>l 115 928 

COMF1 ILK 14 iNLIINE 

OUt) | 445 7*>y 

WHIZZ KIO COMPUTER QUIZ 

089 I lOl 25 5 

FOR INFORMATION ON ALL III K 

HELPLINES 

0891 445 9(11 

ALL LINES UPDATED WEEKLY 
PROPRIETOR:- Jacquline Wri-ght, P.O. Box 1 7 Ashlcn-Under- Lyme 
Calls coal 36p per min at 'cheap rale' and 46p pet mlri at outer times 



Kl VOLUTION IN FOOTBALL MANAfJKMKNI 




DIVISION 
ONE 92 REV 1 



"(The Midnight Oil > treat soccer in the mi phisi kilted way 
Americans treat their naCiuruil games," The UujrdLin 

I llh I lAME- Everyone Jus their uwn ideas eui wliai makes j, soccer itjin 'nel'. lleie is 

ihc o^pHMBiy lo put hao practice yOorawn idem. OpemiinK from Uk EnjjilisJi la 

drrision yem aim riuild a s^uid io cJuUnigL- Inr Hie kajue till*. ili<r FA and League Cjpi 

and ihu 3- European inclines. A™t as players a£L, rebuild tbr mm while holdup off 

whijirifn 

SQtJADSrTKANCTEft M AKKET h a :t inad sybtem (In L-am squad, reserve M|uad 

ami yiJIJlll K|uad>, usi; llie MMUHCM inflate uf vinulb. pinyt'M ud [i aroma program h) 
s-ieule a M|vwl »hH3HT skills relink your ideas. SuppfeoeM mCW shll:, drift earu lulls- 

selected transfer martin nqntttbns, As i-hejf age, vttou lade ami y™ri gs'lei ■, develop. 

keep ;in eye tm ihc ehaiigniji skills of your warn 

SKILI j All players haic ;t lulanee nf H stills Hltu "skill levels") wflidl yu*j must develop t'LSTQMISATlON I'HtHIKAYl CutDOiaa the ai 

bp r-xpcfiiii'.riLuiL' with you lean, E VL "" IIILlrL- iinporlun will b* jour juJ jijrwnt *b«ii ihu- m*n ^Jwling so,uad. Uaa fomvutt urVcniJc playw^. ot 

«4leCI trflflC pturtkular team halante or sluill COOlbinaliiiri nri tlK OUbJOIlie of Hil nuliL;h. jirnl i'OUf lui-iiL sine. Mihw ahfllfl ils squad *ilh hit. 

s»iIisl- 4 oliiiI.v a senBcnof foMball. Suitable iiiiininf can dL-i'L-ltip^nlmrKe (kills.. BVi-kc,i*aueT. Ben. trajll. Mjrail.inmi ....? 

WHAT IS llll'KKKK.-M T ABrtLiTTHIS OAHEt 
IJl-.M..', I H> « l..,„,lim,i,,|if Mjjtcr iruHJUfllKnt **. 1 1 P. Voa l«i«ih«iiIisb «1 *r loulbJI. lUpcriiKiu with pipers. ftimillbwi.M^ |li In, Ruild y«wdrt«i SUUHI 

aitdt-lutt it nut iriiwurmcl} llmilmd Icjfuqv^ EbnlML MuIl-Ii itsiills in; fmni n ladqa smtt, nutli. Eiimj fiM^iKlk;, J>m ct- is Jclrmimod b»'1hc plij«« 
in>-M*>^. YixirdHiicc M >till) Bias influmoM imnh ^ulft. -MrnlalirHhiiifli^ hjs h«fl Jumprf. KmJbull liiKjwlat%c k dw IMIIW ol llfc fmx. 



M.\ H H/JiTVES Youf juJt'.-iiiL-nl will hi; pil W Ifn' HI 
in !lu< i. li il|mi- 4. minute niainh/sim sjoiulaiiuii ajpinsi 
asturaiL'K- iifiiidaiKl nrpptKilion. TTiih i- (he ikm-jh: fiif 
yniir icam j<nd your mon iLlubl-j snurve nf irfdf inuibort. 

Tlswv die Llisp|a.ys of: milch flow. Iwit Is-ann, playur- 

wiih-iht-talJ. uijonas. disvipline, siihiitiiuiionh, ir-maidi 
lithe,, jotil scorers, pmndnlcn b wifc d ow ii and 

jxrlfuEiiianL'e it-isi'ssnii-jji 

REVISION owe 

The beet jnisi jot bciKf ! All uplaies i lm huv* bucii manic 
10 Uis isuin (Jrw V2 liver ihc lain si.i inunllis. In JHklitiiw 
the itiaKh KfttC lus impncrefid. oppOsitUiil ICarli mill 
f^pundud. a Eltfuprjn IrjjLsler markel lidded and J. ft* 
niiHE minor thange^. An ulit pnigmiii ami a 
susiuoiisaliuii pnmnuri liaive itluo p«ii addi--d. Tbe 
manual has been expanded jml ihe packaging tufuiuad, 
Ellll I'HtMiKAM, Edit [he Icani and pJaj't-rs lhal make 
up Divninn (..Inc. Produce jour own DtvWoa 0H,Cf 
Stuiiisti LtLituL, Hnhsb j.cajtue. European League. 
GtnniJM/SrtiUiblVFiLiidi/Jialian. .eii- xk Or even make 
up a league of aJU die K'sl K'allH you've ever seen. 




HEAD COACH 
V3 

"When it conns, to the 4th dewn HenJcgadb has 

it ".Hi-iidwach 1 TV Spt>rt> i\>«tball' ' head in head,' 

{Pop Comp.) 




Httasktuith V3 has beoi deneribcd as 'lh* Iwst gumi; 
eva put «WoaCC*fflpB»ej:". Il ts She complek- Al 
RvlbalL game, a inuhi seawsn e|>if wilh uSe very bed 
- i::ii'-'jik ?kuienb ut the real liunp Yuu wiJ! tall the 
p|jy>, Jl -.is.- 1 1 il- i':imeplans uiut drvotofl (lit k-^in 
(.— • 1 1 il' l:r>i scuMMi {2 pnMason s^tneis, |fi ruguto 
MasoD jfiunes, am! ifce pSuy-idts) Do ctereover your ^S 

Kfuad {.[ pliiveis. Then KJjtC* ftm; tolkarr draft t« 
inv|jmv'L- jhi; rtianj and expand your f jUil- pity to o«a( 
iht; very hcHiftc NE'l. s-.jm il»o.!w a! j\hj. 

Pliy*n will ago uisd tc^i i | it pJajcr will tasi 

ziKiui fi swe^irtsj, bui yo*i wil] Htay jnd rebuSd 



^ M^iii. 



lei Sales: 
0438 721936 

FOR 

NEXT DAY 
DELIVERY 




POSTAL SALES 

The Midnight Oil 
DeptTOl 
IS, Hiizeimere Road, 
Stevenage SG2 SRX . 

2/3 davs delivers- 
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supply: 
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[Amiga 
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Amiga 1 Meg 
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n 


Atari ST fid 

£W,9S tlQ.QS 

CwTtfi cH-flcra; replacement disk il SO 
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ITALY 1990 

Kixx £7.99 



SIM CITY DATA DISKS 

Action Sixteen £7.99 



This ii interesting - sort of. It's our 
view here at The One that data 
disks tend to be criminally over- 
priced, which is why we particularly 
welcome this • the "first, so far as we 
can remember, set of add-on modules 
to be re-released on budget. Now fans 
of Sim City (for the disks are for that 
fine product) get the chance to 
enhance their enjoyment of the Maxis 
classic at a far more appropriate price. 
The three disks are, in no particular 
order. Architecture 1, Architecture 2 
and a Terrain Editor, 

The architecture disks, it has to he 
said, are no great shakes - although 
they're bound to be welcomed by die- 
hard fans fed up of constantly looking 
at the tame set of graphics. What you 
get here are three new sets of graphics 
from different historical eras on each 
disk, with the game logistics fiddled 
around with appropriately. Architecture 
1 features Future USA, Future Europe 
and Moon Colony scenarios, while 
Architecture 2 boasts the chance to 
play around with Ancient Asia, 
Medieval Times and the Wild West. The 
changes in gameplay from scenario to 
scenario are only quite slight, so the 
disk's are really more of a novefty than 
anything else. 

The Terrain Editor, on the other 
hand, is a far more involving package 
that allows the user to design his own 




worlds and landforms frern scratch, 
creating rivers, islands, trees and other 
natural features, as well as customise 
just about every game parameter. You 
can of course play around with your 
creations, but nevertheless it's much 
more of an experimental tool than a 
straight game, and one that serious 
Sim City buffs will have a lot of fun 
with. 

You don t really need me to tell you 
that these three disks are only really 
going to be of any interest to real Sim 
City addicts - casual players are unlike- 
ly to find much to interest them here. 
I'm not too keen on the Architecture 
disks, which are frankly more of a gim- 
mick than a real extension of the game, 
but the Terrain Editor's well worth look- 
ing at, especially now that it's at a more 
reasonable price. 

TINKY RATINGS: 
ARCHITECTURE 1 &2:60% 
TERRAIN EDITOR: 80% 






Oh God, please no more. I 
thought that doing the bud- 
get section miqht be a good 
excuse for me to get away from the 
relentless- tide of football games that 
have been assaulting the office late- 
ly, and look what happen*! Another 
one I Aaaarrgghh! This is, quite simply, 
getting beyond a joke. The choice 
available now is mind-boggling - 
although no doubt the more pocket- 
conscious among you will be giving 
this licence, left over from the World 
Cup of two years ago, serious consid- 
eration. 

Since it's an official World Cup 
game, there's only one tournament 
option - and you can guess what it is. 
Select your team from the 24 available 
and begin your campaign to pick up 
the greatest sporting prize in the 
world by battling through the various 
stages to the final itself. The foot- 
balling action itself is pretty basic, 
adopting a foreshortened birds-eye 
view that scrolls around relatively 
smoothly, Control too is convention- 
al, with that old favourite, the ball 
that magically sticks to your feet, 



putting in an appearance. Unfortu- 
nately there's not really much in the' 
way of gameplay - with no radar and 
only a small area of pitch on screen at 
a time, all you can do is boot the ball 
and hope it finds its way to a player - 
not exactly the ape* of soccer tactics. 
Basically, it hasn't got that all-impor- 
tant feel that makes or breaks a game 
of this type, 

On »he plus side, the game's very 
comprehensive, with smart TV-style 
presentation, squad and tactics selec- 
tion and, for once, a real tournament 
format with teams playing in their 
respective groups. A lot of effort's 
gone into making the game authen- 
tic, but the actual on-pitch action 
seems to have been sorely neglected 
as a result. As such it's more likely to 
appeal to purist fans of the sport itself 
that those just on the lookout for a 
fine football game. If it's a slice of 
proper football action you're after, 
you'd be much better advised to save 
your pennies and invest in Striker or 
Sensible Soccer instead. You know it 
makes sense, 

TINKY RATING: 60% 
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CITIZEN 



ALWAYS A GOOD IDEA 




Silica presents soma greal 
aflefg on ihe award winning 
range ot higfi quality malrix 
printers from Citizen. Each 
Citizen prnter is built in the UK 
to eucacting gtendanfa, ensuring 
superb reliability and output 
Our confidence m Citizen's 
quality is such (baJ we are 
pleased |g inelude a 2 year 
guarantee with ev&y pnnier 
Plus, if you buy a Citizen 
printer [not ir*jel) from us, we 
will give you ihe S*ca PiintB* 
Static Kit (worth E29.3B), 
Rf?fE OF CHARGE! 



FREE DELIVERY 

«ul Biy ■ tar/men m (It LK oamnd 

FREE STARTER KIT 

■;siLiulinfliiKiti''Hn $ltjf 



2 YEAR WARRANTY 



[i"n|ii hMdi fti|iii*«ivCn/inpiir#ft J r>7i 5.rfti 

WINDOWS 3.0 

FitiWn3iN!i3)ilMfir 
l-<Jwl!0Vii|li|De5ilia£l*1riKr 

FREE COLOUR KIT 

»V '"!•!'■, Prod* 9 an] 5«tt1 ftjn'i 

FREE HELPLINE 

"k-ii ! j siihkt NtliK jprti au-ng uHa hDjra 

MADE IN THE UK 

fp pmltnj J'( miiul«:lirHl la itffti lUnUm 
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LOW PRICE 9 pin PRINTER 



pin PRINTERS 




144 CPS 80 COLUMN 

■ CiSizen I20D+ - 9 pin - 80 column 

■ J44cps Draft, 30eps NLQ 

■ 4K Printer Butter + 2 Fonts 
» Parallel or SpnisJ interface 

Graphics Resolution: 240 x240dpi 
Epson and IBM Emui&titsfi 
Pull tractor & bctivm "eeri 
FflEE Stfhsa Printer- Starter Kit 

wf Fin 

Silica STaFTOItKITIJB 
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JU'H'WCr.' 1115 



'in tjii.'si 1ECD p-i'iim canoi suppnurJ lain a p*alw 
"ilepflw u slandan H _ya;i roqiili*. fl &6nal iulerlapo nMead. 
Fliijia siaical Pfil 2ifoYJhep pa ;mg vnw ardor M FJt* 
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COLQUH KIT] 



300 cps 

* G-men Prodot 9 - 9 pin - 

» soctps j^aft. Steps wlq 

* 8K Prutw Buffer + 3 Fonts 

* Parana) Intarlaue 

■ Graphics nesoliitleri: 24Qx240opt 

• Epson ana rtiM EffiuMlbri 

• FREE Co*Hfr*&f 

• FREE Srticff PjinfHr Starrer Kit 



80 COLUMN 



..tin 

.HI 



:iii:<jn m 
IIC1 ITW1EJI 111. 

mm \mur rc» 



£189 
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192 CPS 80 COLUMN 



Caw Swift 9-3 pin- SO column 

• AHEM Ora.'J dflnn.5 U(] 

• 6Vf Ffi/Hfif Bw9w 4 .3 Fonts 

• Pflfa/W rrmavfart 

4 Gntphes fflsaolin'&i. 240iMliapi 

• Epson flntf IBM EmuJIaaiJi* 

• C«'cnjr Option available 

• BEE S*ea Pnrirer Starter tin 
nw flu j 

WW 5-r.*iI : - k . i;s 

rtf'* M1U1 rpM 

Ha ml 
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,BD2 



.W.QBsM iffliUj 



192 CPS 136 COLUMN 

• QnsKff SmrttSir - 9 pin I."* tuUnn 

• tfl2fcps IJ/alt, 4Sc-p5 mo 

• SK AMoV Buffer t 3 Fonte 
■ ParaiW inarfaea 

* GrgpiHcs ftesetutmn. 240 x 24ft*n' 

* Epson antf re*f emiAlanwi 

* FREE SrlKJ Prrntffr ftarrer ftj 

■r m 

mo. PTMnHnrtH 

taut Mux. mi 
MOB fJN 



£249 
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24 pin PRINTER 







PRINTER + SOFTWARE + COLOUR 
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■ C'lueifl Siwff J*e - 24 pin - BO autumn 

■ SIGcpi Draft. 72tf>5 LO 

• Wf Pnntar BvUgr * S fonts 

■ fararlft' ttatrfam 

• GtapiWS HbSCAjllCrl. 3813 ^ JiHtyH 

• £pE«i. (KM S NEC PS EtflutetiM 

• rate Cpkn^-JCrr 

• fJ7fe Sifcp Printer Starter Kj) 

• fWS Leilas AMI i.t Want 
Processor OrKt DTP package 

• f-'ftEE Aaobe J>pe Manager V). f5 

KJ£t .4dstv 00A14W B fc" ^*C c^"cn j"" tfcy 
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INKJET PRINTER 
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192 CPS 30 COLUMN 

* Caref 224 ■ 24 pin - SO column 
tfKcos Dratt, 64cpt lO 

* BK Printer Stjfflar • A Funis 

* Pxr&iei (nfWsse 

t &spntcs fiftsarLinHT 360r3*(Htx 

* Epson and IBM EfflulSaivT 

* Colour Option Avaiable 

* FREE S'tea fVwiift- Simnwr Kit 
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192 CPS 136 COLUMN! 



* Cjfeari SiKfl £*r • 24 put - 1 x ixXumn 

* IS2eps Draft S4cpf mo 

■ SK. Prtnte' Bvftar * * Fonts 

* Paraaet intettacr 

* Giapif/CS ftesatulmn SSQuXOOpt 

* Epson, IBM Arid NEC Ft Emulation 

* Colour Ontxir A/niintnc 

* FREE S»or Printer St&rtor KS 

■P LIU 
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TVfX MU*. On 
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360 CPE 80 COLUMN 

■ Citii6n Projet - rnlupf - $0 POkjmn 

■ 3SGi.ps Draft, ;2Ucfn; MtO 
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• Optia\al HP Cbmnioh 1 * f(nf can* 
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• W Dazijtn plis nrii^Acvi 
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" g"*r [iii 
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64 CPS 80 column 

■ Slhzan .KV4S UKitmt F.'Lnrijr 

• .'.n: t-(i* 1 ft....-.i.i,- ..-i 1l.11 Ptuxt, 

• 53to* LO ■ 4H Bultm t f rorti 

• flMt arrtf Bottom Papa' Luting 

■ f^j.-aSo' rWtartKW 

• f3r«o»i« fluanWiVi 31W 1 360dp 

• &SUI «M HE C PS rS Oten Emumcn 
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'mew 1 

PRINT MANAGER 
WORTH E14»: 

llluniD PCTrOD ONLTl 
n> flimipurjiOw ;ijii- 
In irnr Amqa *#ibi dmiduh 
IlliiH [lil«l MM Cinifci 
ampi h - il Ctith pn™s "^ 
nwen ^thjii mnw pnyni 
Pie^ipm srEdrni ■ prrtiij s 
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ACCESSORIES 

Sftff T FEEDEflS 
KUIW IMJ [71 JS 

mtins iWDKSi^rtiw cara 
rM ia lMHM&n m n- r 

SERM1. I'NTfffMjreS 
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m liT) "i*JW**M .. ±13.11 

PrWinft MAUD 
HiSv qnmniKi cirj] 
"j w sv* eat ;»64 

DftlHrWl. FrfHBOh'S 
■IIWMt»hl . .ft* 

z: NHMMb tin 
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I SILICA SYSTEMS OFFER YOU 



FREE OVERNIGHT DELIVERY; On all nardrt&t orders snipped in It* UK mainland 
TECHNICAL SOPPOHT HELPLINE; Team ot teenncal -sifiets ;ii v«ir sarvicB, 
PRICE MATCH: tie norTially Tattfi osnifj*aiit«5 on a '381™ praduH - S*ne iKree" basip. 
EST40LrShTED 13 YEARS; Proven track fscond m prcJeswinal oompuMr sales 
HOSWFSS + EDUCATION * rSOVEflMMErVr.' VQlufne (iscrAnls LWrltet* 081-30611888. 
SHDIfVflOOMS,- O'erronBtralKyi ana Iramiag laalibes at our temden S Sictup 6rin:hES 
THf FULL STOCK RAHSEi k\ t* yoiji MXnjirBonanlB trom one gupokr. 
FffEE CATALOGUES; Wii be mailpd Id you i&ilh rjltens and sottwareipeflptiersl fleWi 
PAYMENT: By cash, ch«iiiB and all major credrt card*. 
Bafoi* you ttecida i*tiBn to Buy your ns* prirnaf . we suggaai you m«ik vjry caretully about WHEHE you 
t*i, it ConS«3«r wtial H wil be Hua a lew mantlis after you hava made yayf pyrdhase. Wian you may 
require addrlronal p«r|pharats or sofrrvare, or ne^ and adwe. And, *'ll Ihe onri>anv ypu buy 1rom 
twiSKi you wW rJstaia ol new dawelopmBnlp and productai At suka Syslwrs, wa ansiina Ihal you will 
htv* nolhing to worry abaul. We hau* been eMabksriBd tor ouei' 12 ( H rs and. w* our unnvalad 
ejpenence ar>d Bipert»e, m can now dairn. \n meet our aueHmm «»Qu«»rrient5 wrm an 
jnoeritanotng umich is seftind 10 none. Bui ocn't just l^fco; our word tor n. Cotnolale &nd m\nn ihe 
caujon now lor our «teal Free lilaralur* riod bugn to anpanenoe ma ■gilics Systems Ssrvioe'. 



M*H ORDIfl: H The Mews, Hslherley RrJ. &dnup. Kent. DAlfl JfJX 1*1: DS1-309 1111 

0-:lpr I ryia. I.^if*-, M>--ia: 3, DOjm b OOpTi Ha LJU AAjfi Oiiviiig 1 qi Mo P01 JOB O60fl 

TtC 1T1-5M «H 



LDNDQN SHflf 



SZ ToltMlmn Ccurl Run. I nncon A IP 66* 

fcfcn-Sgf BJPqm-srj3p» Ho Lai* t#tf>t Ofrrtfla Fiii Mo PTl-033 ^737 



LONDON SHOP: SenridOB nsi Ftan|. Qdord Stra'aL LamJon, Wlfl HE M (TUM 1234 

On—lna Hnjt Men-Ear 3Qhhh6 ijQpm ua Mjpln TnuiiUr ivtl B(»r Eit,n«n »■< 



SIDCUP SHOP: 

:".i;i' i- 



4 The Men's hJ^nerle, Hd. Sidcup. Kent. DAM im IbI; C81-JI1? Mil 

Wffn-Sjl 3QPft-"-SXpm Laia sLgil FndJy mill 7(Hn f^s r*i OBI -303 DOIT 



MAIL ORDER HOT LIME 

081-309 1111 
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Hp: SiHca Systems. WEAM-D7S2-aO. t-4 Tin? Mews, Hatraeriey M. Stop, Kent DAI 4 4D?^ 
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I 
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*• (H(H1»*>: , I* ftMDmt... 
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COMPETITION 




A BRILLIANT BIT 
OF KIT 

(And no mistake) Courtesy of Domark. 

Yes indeed, we kid you not. Those lovely chaps and chapesses at Domark have 
made the decision, and not an unwarranted one, we feel, to celebrate the 
release of its latest gaming triumph, European Football Champ, by linking up 
with The One for a totally Football Crazy competition. 



And what, you may ask, 
do you, the reader, 
stand to win from this 
competitive feast? How about 
the complete and totally 
authentic football kit of your 
choice? You name the team - 
any European national or club 
side, and we'll furnish you 
with it, shirt, shorts, socks, 
boots and all- And if you've 
wandered into a Lillywhite's of 
late, you'll know that a com- 
plete ensemble of this quality 
is by no means cheap. 

For the the not-quite-so 
lucky runners-up, we've got 
ten copies of European Foot- 
ball Champ and five limited 
edition Domark mini-footballs 
- ideal for whiling away those 
lazy, hazy summer days over 
the park. 

And how do we enter o benev- 
olent journalists, we hear you 
ask in unison. Well, it couldn't 
be easier. All you have to do is 
answer these three mind- 
numbingly easy questions; 



1. Who produced the 
original Euro Football 
Champ coin-op? 

2. Who converted the 
game for Domark? 

3. Who were the win- 
ners of the recent 
European Cup at Wem- 
bley? 



Three simple questions ■ all we 
want are three correct 
answers. Bung them onto the 
back of a postcard or sealed 
envelope, and send them to 
GIVE ME A FREE FOOTBALL 
STRIP IMMEDIATELY, The One, 
Priory Court, 30-32 Farringdon 
Lane, London EC1R 3AU to 
arrive no later than the 21st of 
July Don't forget to tell us 
your name, address, size and 
favourite team so we know 
what strip to send you if you 
win. 




THE SMALL PRINT 

This competition is not open to employe** of EMAP Images, Domark or their 
friends or relatives, The editor's decision is fin.nl and no correspondence will 
be entered Into. While every care is taken, w take no responsibility for 
entries lost or damaged in the post. 



Name. 



Address 
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Answers 
1............. 

2............. 






d?5 






PREMIER MAIL ORDER 

titles marked * are not yet available and will be sent on dav of release. 

___ _— . _t^. J ■_ Swim j^v j"J *"j-m- ■■■.• _.. m _ _ j. _/^ _fcF 



^/PCl/Arrtnes/Viv/a ..V« /hi// *j 
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LMEE in 



Dept 1 1 1006, Irybfidge Ltd, 8 Buckwin.s S<|., Burni Mills. lta.sikli>n. Kwex. SSH UJf 

Please state make and model of computer when ordering. P&P Inc. UK on orders over £5 00 

Less titan £5.00 and Europe add £1.00 per item. Elsewhere please add £2.00 per item for 

Airmail These offers are available Mad order only.. Telephone orders: monfri 9am-7pm. 

Saturday 10am-4pm. Tax orders : 0268 590076. Jet Orders : 0268 - 590766 



« (1 meg) 

Hi Mag Upo/a<to J4 99 

IS! MSg Upgrade wrih da* 56.93 

3D CarslfUClion Kit jj 99 

4D Drrain (1 Meg) 19.99 

2 Hoi To Hanoi* 16.99 

AIIJH3' 19.99 

Arsenal FC ,, 16,89 

Ashes or Empire ■ 22.99 

Awsmj Winners ' 16.93 

Ar»ndon»d Places ibjw 

ACdams Family' . . , i6.gg 

Artus J2,gg 

VDutl" ..22.99 

Air Land Sea ..„ 24.99 

Air Suppofl' 19.99 

Aflofiy .„ 16.99 

Altered Beasl j$.9g 

A.P.0 , 6.19 

Assauh on Aicarrai ... r69g 

AMOS H.99 

AMOS 3D ^.99 

AMOS Cornprlar . .. 19.99 

Anolher World. .. . 19.99 

AmanodZ [,02 

Award Wnners " . . 15.99. 

6 1 7 Flying Portress (1 mag) * 22.99 

Ba*anan2 16.99 

Bmdg Tale Trip* Pack - 2499 

Balms/) lh« Gaped Crusader 6.99 

Batman The Movie .. , 6.99 

BatlleCriewZ,..,, 16.99 

Baastniislerj 11 ,99 

Beach V&bay £.99 

Boa'd Genius 19 99 

8lr* 01 Pray (1 Meg) 22.99 

Bladi Crypr 1 1 Was;. 19.99 

Blue Mas |1 Megf 19.98 

Btues flrolherE lfi.gfl 

Bonanza 6rw* 16 99 

4©Bttanfj 16.99 

Bubtia Bobble..,.. E99 

Uudokan B.99 

Cabal.... 599 

Cflrnpa^n" 22.99 

CasHes |1 Meg) 1999 

Chan Alttth 1 ..19.98 

Chase HO 6.99 

Capoom CoHecbOA . ...19.99 

CaHornia Games 6.99 

Carrier Gommartd . 7.99 

Csvada' 12.99 

Cadaver Daia Dsc . ... .9.99 

Capliua .1298 

Cenluwi AM 

Chaos Engina '. .. , 1&.99 

CiriliMfliwi 1 1 Meflh . 22.99 

Coran ThB Cimmenan* 19.99 

Continent Circus 8.99 

CowOTAeiiOTH Mag) 22.99 

Crazy CanS' 15,99 

Cfl*« 1 m*6 .9.99 

Curse nl Azure Bonds (1 Meg) 19.99 

Cyber&all jb..ss 

Daley Thompson Chaleno* J&.S9 

Daulros 19.99 

DSMhbringBr 19.99 

Death Knights 01 Kryrvi 1 1 magi 1 9,99 

benwsgaw _ 22.99 

Deney Animalmn S9.99 

&zzy CollecHon , .15 99 

:\iijr,..i Dngoii ... e m 

Double Dragon 2 ,„ ,$.99 

DqleIb Qraaon 3 ifl.99 

Dragon Ninja 6.99 

Dnfadraugjht ■ , 19.99 

Dlub* ,. , , 1999 

Elvira 2(1 Meg) 24.99 

Epic 19.99 

EuroSoeeer" 19.99 

Eyeollhe Baholder|1 rr#j, _.. ..19.93 

Eye ol lhe Beholder 2 11 MagJ 21 98 

Eye 01 the Storm ' 1999 

FlSSlrfceEagl*2 (1 Mel ., 21 99 

F16 Corobal Pilel , 7.99 

FT9 Steahh Fighlsr . .1999 

F*an3" 24.99 

FiialFighl 1&99 

Fine and Im - 1899 

First Samura- 1 Mega Lo Mania 1 9.99 

Rag' 1999 

Fligm gl The inpuder ...1499 

Flood a 99 

Forgotten Words g.gg 

Fcrniyla One Grand Pnx (1 Ung) .. . 22.89 



Foolball Qirajlor 2 f1 Meg) 1 699 

Frxxball Crazy . .16.99 

Fun SchpoM J-7 15.99 

Fi*l ScfiDol 4 7-11 1 6.99 

Fun School*, under 5 16.99 

GLOC" .„ .,..„. 16,99 

Global Etiattli m*0t 1999 

G*unl«3 .'6.98 

GhoEltHjgtars 2 fi.gg 

Ghoufe *nd GtiOSts S.99 

Graham Gmcl " .. . 19.99 

Gods 16.99 

Oodlalhar Action .,19.99 

GnUalhar AoVenluw-<1 ruefl'l 19.99 

Gunsnip 2000 " 2399 

GwSfiy" 26.99 

Hard Driven , 6.99 

Harpoon ( 1 Megl 22.99 

I lapoon Saldesel I 9.99 

Harpoon @al|lesel4 9 99 

Harpcon Scanarits Editor „. 13.89 

Head r>9f Heel* ...6.99 

Heart or China (1 tieg) 23.99 

Haimdall |1 Meg) 1999 

Herlequn ifi.99 

Harosqo«| ig 99 

Hew QueEl Data 9.99 

HilchiKerj iiuiij* 799 

HooK" 19.99 

Huntar , 19.99 

Hudson Hawk 16 99 

Humans ' 1999 

Kt .6.99 

|iwrartal(1 maj) , 199 

IndyHeai .', '5.99 

Indy Janes-Ananlis Action ' ig.99 

Indy Jonos Allamis AoVenlure ' (1 magi . . 19.99 

Ivanhoe 6.99 

Jaguar KJ23P |1 meg)' 16 99 

JSC* Nichlaus Exlra ooursas; .9 99 

Jack Nidilaus ; uMimited Golf |1 Meg) 1999 

Jar* NicHaus Clipan g.99 

Jimmy Whites Snooker 19 99 

John Madden „ 16.99 

John flames (1 m*ji ' 16.99 

Keys To Maramun 19 99 

Kick 0*2 , 9.99 

Kick On Z M Magi 1\B9 

Kings Quesl S|l Mag| 22.99 

Knighrrnar* 1999 

K.0.Z Final Whislia B.99 

K.0.2Gumso(ti,rej!*- ?.gg 

K.0.2 Hsluiri of Europe 7 95 

K.O 2 Waning Taclios .,,„, S.99 

K O 2 Super League 9.99 

KnigriB OUrw Sky (I megl ,...22.99 

LastNin|a2 S.99 

Last Nia|S 3 , „ 1 6.99 

Lasrsf Squad 2 * 16.93 

Laander 1699 

Lwrjiw Goddess 7.99 

Leisure Sjit Larry. 5 (1 M*aj 2i.99 

Lemmings „ 14.99 

Lemmings ConalrbeliOfl Kit " 1 6.99 

Lemmings Daia Disk 13.99 

Legend - 19.99 

Licence To rUI 6 99 

Lorrj of tfw Rings , 1999 

Magnadc Soralls ColftCliOfl ( 1 Magi 1 9.99 

MagjEPotker* 1699 

Magic Fly fl.99 

MagaLnMaraa. .. 12.99 

Mega Trailer 1 (1 Meg) 19.99 

U«ga Traveller 2 (1 Meg) 1 9.99 

Mega Twins 16.99 

JtAcropros* Gol (1 Meg) 22 99 

UionoprOsa Sdocbt 699 

Mig 29 Super Flacrom 2$ 99 

MoonsiOfie (1 Mag) ....1999 

M1 Tan* PUtoan 1999 

Midnigril RestatarWe; 699 

Mldwimer2|1 Magi . 22.99 

Might and Magic 3 . 29.99 

Mylh" 16.99 

Mew Zealand Slory 699 

Ninja CoHectian 13.99 

Operalion TuonrJerlMlt 6.99 

OparHllon WOK .6.98 

&k i$99 t 

Cwrjun Europa 1999 

Psp*rtK}y2 16 99 

Parasol Stars ,.„ I6.B9 

Pageasus 16 99 

P^ACollCBurses . 9.99 

PGA Tour Gar.. „ ., 1 6.99 



_ 



Pirttall Dreams 

Plan 9 Fion Oylar SpaM " 1999 

Player Manage' .12,99 

Platoon . ^ gg 

Podia Of Darkness (1 Meg) . . 19.99 

Papuous, 8.99 

Papulous 2 r Megi 19 99 

Porte'arirr 6.99 

Pow*monger ,.19.99 

PtwerniDnger Daia Disc 1 999 

"Type. .699 

fl Type 2 . .1699 

RBI2Bai«a> 19.99 

PlawDrw 16 99 

RaTtw 3 . . . ..6.99 

Raintjow OoH«tiprt . 13.99 

Rainbow Islands 6 93 

Hailroad Tycoon (I Mg) 22.99 

ftaalmsn H«gi . . . .1999 

Red Baron |1 Magi 22 59 

Had Has' 599 

Reach 1c Ihe £• . 22 99 

HwriBfladB 6 99 

RDHinHrjod 16.99 

Rcdland 16 99 

Rdi Dangerous . . .. .6.99 

Rise Of Thf Dragon < 1 Megi 26 99 

flobooop .6.99 

Ftabooopa 16.99 

RoDaeod 16.99 

Rugby Worto' C-n 1699 

Rules 0! Engagmera ..16.99 

Run Tne&3un|1»1 6.99 

Sensible Soccer * .19.99 

Sacrel ofMofwey Isano (1 Mgi 16.99 

SfKreiolMorii!eyisand2 (1 Mgi .. 24 99 

Shad™ Lands .1999 

Shade* Sorceior . 1999 

Shadow Warmrs 699 

StimoSi. .agg 

Shod Em Up Kh .. .. 3 99 

Silkworm a 99 

Siler Service 2 !1 meg! 22.99 

■Sim An1 * . . . .22.99 

Sim Ciry * Populous . .. 19 99 

Simpsons ... .1699 

Ski Or Die 499 

Smash TV 16. 99 

Space i639(i meg) 'ggg 

Space Ace 26.99 

Space Ao»? 26.99 

Spate Crusade 1699 

Space Gun 16.99 

Special For»s(1 Mvgl 22.99 

Binder 6 99 

Sinner 16,99 

Slnp Poker 2 * Data $99 

SlrKe Fleet , 16.99 

Super Hang C* <99 

Suspicious Ca/go.. 19.99 

Shuttle- 34.99 

StunlCar Racer. ._.. 6 99 

Switohblade 6.99 

SmilehbladB 2 16 99 

ThaManager 16.99 

Team Yankee 19 99 

Team Yankee 2 (> Meg) 1999 

Teenaoa Uytflnl TurlkB 2 16.99 

T»nwuilcir2 16 99 

Their Finesl Hour.. . . .19.99 

Their Finesi Missons 9.99 

Thunaerhawk 19 99 

TipOtf ...16.99 

TiruslheFQi , 1B99 

TOki 16 99 

Toobin .699 

Turbo. ChBllang* 599 

Tufbo Challenge 2 16 99 

Turbo Outrun 6.99 

Turncan 6 99 

Turrcan 2 9 99 

WtS2<1Meg| 19 99 

Untouchables 6.99 

Ulhma8(1M»rj) . .19 99 

Utopia .. .1999 

Utopia Daw Dsk 1 999 

Voyager .6 99 

Warlords flMeQi 19.99 

WoltoiiH 18 99 

Wonderland (1 Meg). . .19.99 
World Cup Cricket 1 Meg 19.99 

Wor« Wreslling Fed 16 99 

WlibaJ ,6 99 

WizKid' ...1693 

led • Swiort * 1699 



JOYSTICKS 



Qltkkjoy JelflojhtBr 10. w 

Quick joy M»gaboartl 19.9^ 

CheetBh 1B?5. B.,9<! 

CompPrO 6*tra H.99 

Ouipk joy Tu rbo 5... , „S .99 

OjickshDi 3 Turbo (Sega Cofnp)..9.99 
QukJ(ioy Topstar 16.99 



BLANK DISKS 



Imp Quality UnbraBded Disks 

nit j.s" nsim .,.....„.. j.to 

H*\ .1.5" nsnn 10.99 

S0\ 3.S" IISIX). 1 1 99 

IQflv .1.5" riSDH 44.W 

Mranded Disks 
AS" Lwmi 1. 1$ ....... ton- h 

s.25" rwim 0.75 Kach 



Flight of the 

Intruder 

now only 

£14,99 



E.A.SPECIAL OFFERS 



ONLY 

£8.99 

EACH 

Battlechess 

Centurion 

& Imperium 



SPECIAL OFFKR 



KICK OFF 2 (I mcfl) 
NOW ONLY i 11.99 



SPECIAL OFFER 



Mega Lo Mania 

INow f>nly 

1 1 2.99 



SPECIAL OFFER 



Cadaver 

Now Only 

£12,99 
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P E T I T I O 




WIN 







Phew! You don't know how 
lucky you are. We were so 
close to offering the chance 
to win a complete set of 
camping gear you wouldn't 
believe it. But fortunately 
good sense (just) prevailed 
and we've decided to 
celebrate the launch of the 
firm's forthcoming forest- 
orientated blaster with a 
completely unconnected 
prise. Electronic Arts are just 
so damned proud of their 
latest blast that they want 
to award you lucky people 
with a stunner of a prize r 
tie-in or notl 



WHAT YOU DON'T WIN 

All manner of prize ideas were considered, 
only to be flung in the bin for being, er, 
inappropriate. You could have had a trip 
to some woods, a little gas stove (to cook 
on in the woods), some seeds to grow 
your own trees, some clogs, some golf 
clubs (without the irons), some shelves 
from Habitat or maybe a rocking chair. 
But in the end, nothing seemed quite 
right. 

WHAT YOU WILL WIN 
The first prize winner will win this top- 
level remote-controlled Panasonic 
NVF575B HiFi Video Recorder blessed with 
Nicam digital stereo - worth a whopping 
£500! - plus a copy of Risky Woods. A fur- 
ther fifteen runners up will receive a copy 
of the game. Of course, there's a host of 
excellent movies which you could rent out 



to watch on your new vid in order to get 
fully into the Risky Woods mood. Maybe 
you could watch some Woody Allen films, 
har har, Or maybe Risky Business. Or 
Callan with Edward Woodward in. Or 
maybe not. 

THE GAME 

The wise old monks who guarded the wis- 
dom of the lost land have been turned 
into statues by the fiendish Draxos and his 
evil legions Rohan, evidently the only per- 
son in the whole of the lost land with any 
stones, takes it upon himself to rid the 
land of the horrible bugs and monsters, 
release the monks and once again restore 
peace and prosperity to the land. Rohan 
must scroll through four simply massive 
levels, hacking and slashing for all he's 
worth. And who gets to guide Rohan? 
Why, it's YOU! 






i 
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A fuller (and slightly better) description 
of the game can be found in Gary Whit- 
ta's simply exquisite review on page 79, 
but it's worth noting that it looks rather 
smart, as our picture confirms. 

RULES 

This competition is not open to the 
employees of EMAP Images or Electronic 
"Arts, their friends or relatives. The compe- 
tition will close on 21 st July and the win- 
ners will be notified shortly afterward. The 
Editor's decision is final and no corre- 
spondence will be entered into. No alter- 
native prizes will be given and, while every 
care is taken, EMAP Images cannot be held 
responsible for entries lost or damaged in 
the post. 

HOW TO ENTER 

We were going to ask you some questions 
about trees or something, but we couldn't 
find an encyclopedia so decided not to. 
Instead, we'd like you to write a short 
story (we're talking 200 words or less) 
about someone having to enter some risky 




A Tbp Vid Worth £500 
& SoBw u re Worth £450! 




Thanks to electronic arts and their Risky Woods! 



woods of their own. Why do they have to 
enter the woods? And what makes them 
so risky? We're intrigued! Maybe the hero 
of your story has to battle evil hordes like 
Rohan, or maybe they have to go to the 
shops or something. The story that Jim the 
Ed judges to be the best will win. Don't 
be afraid to make your story a bit saucy 
if you like. The winner, so long as it is of 
a reasonable standard, may well be print- 
ed in a forthcoming issue. 

THE COUPON 

Fill in the coupon, affix it to your story and 
send it to: Risky Story Competition, The 
One. Emap Images, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU, 



RISKY STORY 
COMPETITION 

Name 



Address ..... 
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The One is the only magazine you 
need for a totally comprehensive 
window on the Amiga games scene. 

Each month we II be bringing you 
the hottest games read available, 
with the first reviews, exclusive 
Work In Progress features, 
entertaining articles and invaluable 
tips. 

And every issue of The One will also 
carry two cover-mounted disks 
crammed to the very gills with 
playable demos, complete games 
and exclusive custom-written 
interactive specials unavailable 
anywhere else. 

• Subscribing to The One guarantees 
delivery to your door of the next 12 
issues of Europe's essential Amiga 
games magazine. 

By subscribing to The One you can 
be sure of priority access to the 
essential reviews, previews, features 
and news stories each month. 

• Over your next 12 issues, we'll be 
working hard to deliver you the very 
best in cover mounted disks. 

• Subscribe to The One and be 
confident of receiving the ONLY 
authoritative guide to Amiga 
entertainment. 

Choose from one of the following 
classic Core Design games: 

Wolf child 
Chuck Rock 
Corporation 

Car-Vup 

Frenetic 

Torvak 

Warzone 
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WOLFCHILD 



Guide Saul, the powerful wolfchild, in 
his quest to seek revenge on the evil 
Chimera organisation - who have 
murdered his family and kidnapped his 
father. Change his form to that of a 
powerful psychic werewolf as you fight 
your way through five levels of action 
packed adventure. This games is totally 
addictive! 



CHUCK ROCK 

Help Chuck Rock in his guest to rescue 
the beautiful Ophelia from the clutches 
of his arch rival Gary Critter, Kick, 
throw rocks and belly-butt your way 




through a multitude of comical zones 
featuring 500 screens of exciting and 
addictive gameplay. 



CORPORATION 

Your role as a Zodiac agent is to 
infiltrate the sixteen-f loor 
headquarters of the Corporation and 




locate- and obtain an embryo from the 
building's foetal laboratory. Arm 
yourself with special tools, avoid the 
internal alarm systems and multitude 
of security guards. A sinister adventure 
game set in a complete 1 dimensional 
environment. 



CAR-VHP 



\ i 




As Arnie, you drive round ad eight 
worlds featured within the game's 48 
levels attempting to turn Captain 
Grim 's evil back into good. You must 
rescue your kidnapped friends, make all 
the worlds a better place again and 
then go on to defeat Captain Grim at 
the excitingi climax of the game. 



FRENETIC 

Is there life beyond the outermost 
edges of the universe? Join the 
scouting team which is sent to break 




V v 
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through the defences and reach the 
distant edges of the mapped universe. 
Go further than any ship has dared 
venture before,,., 




TORVAK 

Evil lingers all around .... a shadow of 
despair has been cast over your 
homeland. Avenge your people and 
complete the 600 screens over five 
levels to the final confrontation with 
the evil necromancer. 



WARZONE 

the year is 1999. World peace is being 
threatened by an unknown enemy 
force, you and your accomplice have 




been chosen to lead an allied attach 
which will take you through eight 
different scenarios. 



SUBS GUARANTEE 

If you aren t completely satisfied wrth your 

subscription, you may cancel at any time and 

receive a prompt refund for all unmafled 

copies. 

Your software choice is mailed separately to 

your first magazine. Please allow 28 days for 

delivery. 

SUSS SUMMARY 

12 issues United Kingdom £42.00 

12 issues Europe airmail £48-00 

12 Issues RestOf World airmail £75.00 

12 Issues Rest Of World surface mail £45,00 

We suggest that overseas readers pay by 

international Money Order. 



ORDER FORM 
Please send to The One Subscriptions Dept. PO Box SCO, Leicester, LEM 0AA (please make all cheques payable to EMAP Images Ltd) 
Name : „ „..,... .,„. ,....,....,...., 



Address : 



.,..»...,. ... r , ...,....,, ...,....,...,, , ,..., .i„™», Post Code 

I would like a subscriptions for 12 issues to rhe One, please start my subscription from the issue of The One (please enter month). 

I would like the following FREE game: 

Warzpne J Source code: 0026G Frenetic 3 source code' 0O27L 

Car-Vup J source code: 002 IP Corporation J source Code: 002 5C 

Chuck Flock J source code: 0O24K Wolf child J source code: 0023T 

Torvak □ source code: 0D28Q 

I enclose a cheque/postal order (payable to EMAP Images Ltd) for £. , , Please charge £ to my AccessWISAJDiner* ClublAMEX 

Cart* Number : , ,.,„„...... .....„...„..,.„..,„„,.,. 



Expiry Date : . 
Signature : .... 



Fulfilment : Alan Wells International, MemfcKrlin* House, Farndon Road. Market Harborough, Leicester LE16 9NR 
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DERBY DAY GIVEAWAY 



COMPUTE - A - RACE 

Limited Frlitio n Special Offer 

— ^ ^^—- -rr — — . ... _ _-__^ ^u : ..^ «* f-r. «H »hA C 



T ottMflB "Epsom Dsrt* Month'. *S at H41*»ft ™, f^lf '"^ h ™ ™ 

H*^ - Ricmg Predittor ■ COMPUTE - A ■ RACE ♦. Limfled Edhw ^1 WfartfM 

induriu P«sona*«l ™pas <M Master Disk (lull nar™ musl be included *rth *d 8 r>. 

DERBY MONTH' OFFER PRICES* 
COMPUTE - A- RACE. ( EMCUIwh > SAVE E5-I MOW £1 4,99 
COMPUTE A - RACE+ iStsndard) SAVE Ei! HOW &M 

'DtiHrC.pre&^-'JiH 30*v 1333 



UHR1VAUED ACCURACY & UNBEATABLE VALUE 

EXCEPTIONAL VALUE is represented by COOL GROUND at 4ST 

'Compute - Hace Summary ol Gold Cup. Cool Ground won ai 3SIU 

FnlurttSe- FLAT RACE INPUT. N.H, RACE INPUT, REVIEW RACE, BET 

SELECTOR. SET CALCULATOR, STATISTICS SCREENS, NOTEBOOK and On-Scr«n 

HELP inror rmation. (Amiga Only I . 
adyHflised in Tha Sport na Lrlej 




CHEQUES k'DPAYARLL ru HANLHbUt- 1 ..Man urour im. w 

HandiBoll 37HMrMlllM».Sj»n End. COVENTRY CVB6HF 

SJHour DESPATCH 



Analogic 
Analogic 



MONITORS 



ilUJ.L.I.IILJJUSlli.tllKl 



UnN 6. Ashway Centre, 

Elm Crescent, 

Kingston - Upon -Thames, Surrey, 

KT2 6HH 



Msi-fn ■Sam' 7pm 
Sal tort 430 

TELl 
0B1-546 9575 
091-5414671 



Philips ii - CtfgigTY,ltw»« ■» ■*">"* * I«tM**1 



ACCESSORIES 



1 M*g R*l* taqwnilw "^ * s0ft Wus 

5>IK RMKwmlM "** cinch Ior*5<»- 
Dual Cdwf - -.-i — -- —^ 




SEGA MEGA DRIVE 
SEGA GAMEGEAR 
SUPER NINTENDO 
NINTENDO GAMEBOY 

AMIGA 600 COMPUTER 

PERSONAL CD PLAYER 
£100's WORTH OF CD's 



0839 404081 
0839 404082 
0839 404083 

0839 404084 

0839 404085 

0839 404087 
0839 404088 



AMIGA A500 REPAIRS 

without diagnostic fees 

•Fixed Charges 'Fast Turnaround 



£43.95 including return 
by NEXT DAY 
COURIER SERVICE 



■.■en hw repaiislHanly £5.00 ♦ VAT 
■ Etf™ i&dft AT art NE>™ DE LIVELY «M^ H *^' B^ 

* All pn06» *jbj«J 10 tiWKJC wilfHXlt nplE* 



/MR W/)RRfOR 

Fly the most an curate flight simulator ever created. 
Fly against the most deadly opponent known, real 
people! From hi -planes of WW1 to jets of the Korean 
War, kmiw what it was really like to fly. Air Warrior 
simulates the world of (he real ACE. 

tb . . ,besl (light simulator ever." Amiga Format 
"thrilling... the greatest experience in Might 
simulator history." P( 1 Format 

"unparalleled. ,.amaaing...huge." NCE 
"game dynamics impossible to duplicate in 
i -on vent ion a I computer simulation," Omni 

"incredibly realistic ilighl simulator." What PC 

Amiga, Mac Color & Monti, PC and. ST £34.99 
Air Warrior im lodes: Two i umprehensivc 
manuals Campaign Map, Terminal/ Off-lino Trainer, 
Data disks, Free Most membership. £30 id connect 
credit- Modem offer 

For further information call On-line on OS 1-558 61 14, 
642 a Lea Bridgi- Road. London E10 6AP. 
Host 08 1-539 6763. 



A FAMILY WEEKEND IN MAGICAL 
EURODISNEY 0839404079 



INFO MEDIA SERVICES LTD, IS, BILLING RD 
NORTHAMPTON, NN1 5AT 

Calls cost 3bp (cheap niel and 48p I at all <*th« limed per mi* inc. VAT, C, 
more expensive than normal call*, Be sure ih.it yea have permission to ma 
call. Competitions close on the 30th AugusI 1992 , 
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PD or not PD. That 
is the question. 
Whether it is 
nobler in the mind 
to suffer the slings 
and arrows of out- 
rageous Shareware 
or take arms 
against a sea of 
Licence ware and, 
by reviewing, end 
them. Or 
something. 
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THE ASSASSINS 
VOL. 22 

Public Domain & 
Shareware (51 2K & 
1AAB games). Fortiss 
PD r disk 713. 

Just one month after I reviewed 
The Assassins Volume* 20 & 21 
yet another of their compilations 
plops through my letterbox. I must 
admit I didn't find this volume'; set of 
games up to The Assassins' usual high 
standards but it's a pretty good ■selec- 
tion none-the-less. 

There are four games on offer. I_em- 
mingoids was reviewed in the first PD 
Zone two months ago r so I'll not go on 
too much about it. Suffice to say it's 
brilliant and a right laff. 

Duel is a two-player head-to-head 
3D tank battle game The screen is split 
tiorizon tally down the middle, so that 





game on the disk) is a done of Pat Man 
and a pretty good one at that- The 

graphics look identical and the sound 
effects appear to have been sampled 
direct from the original coin-op. The 
only downer is that the action is a little 
slow and there's a slight but annoying 
'pause' in Mouth Man's movement 
when he turns a corner. It sounds triv- 
ial but it's not - half the joy of Pat Man 
was the way the hero glided smoothly 
around the mazes and that joy is miss- 
ing here. Stilt, you could do a lot worse, 
Wizzy's quest is the star of the 
bunch. Don't be fooled by theZ-grade 
primitive look - it's an addictive little 
bugger that certainly took me by sur- 
prise. The player controls a wizard's 
apprentice who has to protect his 
absent-minded master as he progress- 
es through fifty levels of platform per- 
ils His head buried in his spellbook. the 
Big Vii'iz will happily walk anywhere - 
even right into the path of a monster! 
Using his block-building skills, the play 
er has to construct a safe path through 




each piayer has his own solid-polygon 
3D view on the game world, a barren 
wasteland strewn with cover-providing 
boulders. Trundling around in their 
techno tanks, the players have to use 
their skill and ruthless cunning to blast 
each other to Kingdom come. The 
graphics are a little slow and jerky but 
just about adequate, Although reason- 
able fun. Duel really is not the sort of 
□arme to keep you fascinated long - it 
just gets too boring, too quickly and 
it's unlikely to spend more than about 
fifteen minutes on your Amiga before 
being turned off. 

Mouth Man (sadly the only 512K 



the monsters and traps and get Big vViz 
to the level's exit. Tarted up a bit this 
could easily pass for a full-price release. 
Don't miss it. 

/Fortiss PD have a rather excellent offer \ 

going on The Assassins collection of 

disks For just under twenty quid you car 
get all 22 Assassins disks - that's 100 
quality PD games- 1 Interested 7 I bet you 
are! To order, send a cheque or postal 
order fo* £19.99 to Fortiss PD al the 
address given in the 'Roll Of Honour' bote. 
If you have an Access, Visa or ICB card 

you can order over the phone. To help 
speed up the processing of your order 
clearly label ydur payment 'Assassins 
Game Pack Offer'. 



Public Domain (1Mb 
only). Crazy Joe's, 
disk 2236. 

Imagine an experience so terrifying 
you'd find non-stop viewing of 
Bob's Your Uncle preferable. Imag- 
ine running down narrow tunnels, 
jumping over crumbling floor panels 
and dodging giant crushing boulder, 
all the while a time limit slowly ticking 




away. Imagine, if you will, the little 
piece of PO Heaven called Escape. 

It's another entry in the genre 
'Arcade Puzzler'. The player controls a 
little geezer as he runs around a series 
of top-down viewed mazes, The aim is 
simple: make your way from the start- 
ing point to the exit. Ah, so simple - 
nottttl Each maze is packed with per- 
ils, namely the floor panels and the 
boulders mentioned above. In addition, 
sealed doors can only be unlocked by 
treading on certain switches in a spe- 
cific order. And trying to think straight 
as the time dwindles away is not easy 

fc scape is excellent. It's addictive and 
fun., although it does get tough a bit 
too quickly for my liking, if I wanted to 
gripe I could mention that sometimes 
your bloke seems to get 'snagged' on 
the scenery - a fatal mishap if you're 
sta nding on a cru mbly piece of floor o r 
being chased by a giani marble - but 
this doesn't happen much and can be 
avoided. All in all, smart stuff indeed. 
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P D ZONE 



OOOOPS! 

Last month the PD Zone tarried a piece 
an A130T PD'5 excellent 'How to setup 
yaur 6wil disk' disk. The .article Stated 
that the disk <osts f 1 .50 hut for 13 Dave 
at ABQT5 would provide printed docu- 
merttatiori and a couple of disks oF font* 
and SO forth. What wasn't explained 
very well ii that the £3 nan additional 
cost to that of the disk- If ygu want 
everything in one go you have to pay 
£4.50, not just £3. Our apologies to any 
confused raiders and to Dave Robinson 
at ABOTS PO far any inconvenience 
caused. 



SIEGE OF THE 
BEAST 

Public Domain 
(512K). Crazy Joe's, 
disk 2215. 

Iow I don't know if you've 
played the ancient board game 
Fox and, Geese but if you have 
you may find Siege of the Beast 
strangely familiar. You control a pla- 
toon ol village guardsmen as they try 
to trap and kill a savage man-eating 
snake as it prowls around their home- 
town (which bears a uncanny resem- 
blance to a draughts board). 

In turns, you seieet and move one of 
your guardsmen to an adjacent empty 
square and then the snake - controlled 
by the computer - moves or, if there's 
a suitable victim nearby, attacks. The 
snake only strikes if there's a neigh- 
bouring guardsman with an empty 
square behind him. The snake moves 
and snacks upon the meaty morsel then 
continues on to the empty square. It's 
like jumping over your opponent's 
piece in draughts. To win the player has 
to surround the beast so that it can nei- 
ther move or atlack- 

I'm probably not surprising you 
wtien I tell you that it's- not the most 
nail-bitingly exciting game in the PD 
Universe, especially given the slow rate 






at which everything takes place - its not 
wonder the guardsmen, are getting 
slaughtered the way they hobble across 
the screen. However, Siege of the Beast 
does succeed in getting the old brain 
juices flowing and given the fact that 
the player can vary the number of 
guardsmen on the board ■ the fewer 
the men, the tougher the game - 
there's plenty of long-term challenge 
Recommended. 



rrhe beast attacks its prey! 




E-TYPE 

Shareware (1Mb 
only). NB5, disk 
G273. 

If I see one more variation on Aster- 
oids I think I'll scream. No, really, I 
do. In E-Type the player pilots a 
super-duper space fighter as it whizzes 
around rubble-infested spacelanes. 
Unlike Asteroids, the player's ship stays 
in the centre of the screen and the 
rocks and boulders move around him. 
The aim is to collect little gem-like crys- 
tal-style thingurwnyjigs that float 
across the screen Collect enough and 



the player moves on lo the next level, 
There's a power-up kon to snap up 
too, which causes a TV screen to 
appear. The player can then scroll 
through the weapons upgrades on 
offer and select whichever one takes his 
fancy, just like Telly Shopping. 

All this would be fine if it weren't for 
the fads that (a) it really isn't that fun 
and (b) the ship's inertial control just 
doesn't 'feel' right, Games of fc-Type's 
ilk are all about having excellent con- 
trol over your ship as it darts around - 
remember Thrust or Qids, for example 
- and if the game lacks this you might 
as well not bother playmg it at all. So 
don't. 







ROLL OF HONOUR 

Stand up and be counted all those lovely PD libraries that sent in review software 

* Crazy Joe's PD, 14-5 Effingham Street Kotherham 565 "IfJL 
Tel: (0709)829286 

* Fortiss PD, P.O. Box 2, Earl Shilton, Leicester LE9 SLU. 
Tel: (0455) 850994 

* NBS r 1 Chain Lane, Newport, Isle of Wight PO30 SQA. 
Tel: (0983) $29594 
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SOFTWARE 



TEL - 0924 366982 

2 TELEPHONE HOTLINES 

FAX - 0924 200943 



TOR AIL VOIR AMIGA NEEDS LOOK NO FURTHER I HAN L7 BIT 
ADDRESS 17 BIT SOFTWARE C DEFT THE ONE) . 1ST FLOOR 

OFFICES 2/8 MAKKE J SI WAKEIIEIJ> WF1 1DH 



r 1 

SOFTWARE 



»i Est. if 



LISTED BELOW AR1- 17 BIT'S DEFINTIIVF TOP IO 

FROM ALL THE MAJOR CATEGORIES OF PUBUC 

DOMAIN. REMEMBER YOU GET i FREE DISK FOR 

EVER* W YOUBLV. Alt iJ-HIT DISKS ARE SLID 

SCHEME 17 ARE ££, 75 DEJA VU ARIi X,i-SO PLEASE 

ADO THE RIGHT AMOUNT FOH POST 1 * PACKING 



WC= 



ALL TIME TOP 10 



IJTHS 



1 -1793 Super Killers 2 

Virus Killers 

l*£3t. 

2 .H9«Text Engine 3 Word 
3-1479 Vislcale 

4 I369 0pti TJtils 2 
5-1541. 600 Business letters 
6- 1 72yS u jHT<J ( >oper( Buck up 

Uiih 

7*1 927 Piot racker 2. la 
8-1340 Disk Solve 
9 ■ 1 767 Fracta 1 G enera tor 
10-1817 I ID Click 



AI.lTlMFTfiP IO 
SUPFSHOWS 
1* 1104 Fantasy Pics 
2-1015 Gary Tower An 
3- 968 Ham Pics 
4-839+840 Lots of Models 
5* 581 Exodus Slides 
6- 13l6 Kay Traced Pics 
7* 1441 Atlantis Slides 

8- 1465A+B Terminator 2 
Slideshow 

9- 1417 Graphics Cons Kit 
10-1957 Mui-vd sii<k-.show 



TOP 10 ANIMATIONS 
1-31 Car + Unkydc- 

2- 583 Busy Bee 

3- 911 Appiecus 

4* 1022 Amy Walker 

5- 1253A+H Dating Game 

6- 1592ABCD At the Movie 

2 

7- 12H9 Pogo (2Meg) 
8-976 M the Movies I C2 

Meg .1 
9- 464 spact Sphere 
10- 1955 unsporting (2 



ALL TIME TOP 10 



DEMOS 



1 -651 Scoogtes Mental 

I lanftover, Fantastic 

2 -913 1'llL'JIOJllillill 

I'Ihii n.i 

3 *1562A+B Hardwired 

4 *1574 ABODE Odyssey 
5-1 883 Andromeda Dos 

6 -1439 Ouurtz Demo 

7 -1447 Devils Demo 

8*1893 Anarchy Krest 
MiisN Overlook 
9-1928 Andromeda Muhiea 
10-1938 Digital chameleon 



ALL TIME TOP 10 
CREATIVE DISKS 
l-1867*id 2 (Directory 

Disk) 
2-1802 Music Mania 
Gountracker Med ETC) 
3-1221 Music Rippers 
5-1071 Crossword Creator 
6*1582RSI Demo Creator 

Version 2 
7-916 Ham Lab 

8-1255 Picture Help 
9-353 Ghost Write* 
10-1909 Free Paint (Art) 



AT LAST IT'S HERE 
"PAGE CREATOR 



THi: DEFINITIVE DESK 

IX)P PUBLISHER FROM 

17 BIT SOFTWARE 

PACKED WITH 

FEATURES, COMES WITH 

A5 BOOKLET AND 

PROGRAM DISK 

AMAZING VALUE AT: 



:uvg oasTX 

1 TO DISKS ADD 50p TO Dltum 
IO - l*> DISKS ADU T5p TO OHDIK 
±i>- DISKS ADD1I YOUR ORDER 

<ommi.R(;ial sotmAhi: t>i.t-:Asi: ai>i> sop 



fc* 



All TIM K Ittl' 111 
GAMES 

l*t<rt0 Crazy Sue 

(platform* Action I 

I -1999 '•■'■" ill ' l M:iiii,t']'y]K'> 

3 ■ J 86ft Tetri x 1 Av\ i'm h in- h 

4-1351 WWfsQam 

5 -1845 J.i-mrnjnsPkb 

6 -1944 I'royjSiT 

19QR Chs§cngcT<Quiz) 

8*595 & 596 SUf Trek 
9- IH50 Rummy COasak 

Card Gajru. 1 t 
10 IS72 Pugjsk-s (QbeiO 



ONLY £6.95 
Stipe rh entry lei el DTP 



ALL TIME TOP 10 



MUSIC DISKS 



V 685 Kk-fivns Juke Boh 

2- 1802 Oepeche Mode 

Hils 

3- IO34 Alcatraz 20 min 

4- 1089A+B Sitents Blues 

5- 920 Music Dreams 1 

6- 1297+1296 Classical 

Stuff 

7- 1443 Prophecy Vumeiif 

8- 1854A+B Erasure Breath 
. oi Lilc Remix 

9- 1935A+B Sounds Science 
10*1939 Alisiei Brijiililu 



Bargain commercial 

Software available 

EG: 

AWESOM££795 

CARTHAGE £7.95 

PROJECT XL17.99 

MOONSHINE RACERS 

£7.99 

ROUERCOASTER 

RUMBLER£7.99 

ELF C7.Se 

STEVE DAVIS SNOOKER 

£7.99 

BLASTEROIDS £7.99 

MEGA tO MANIA £7.99 

3d 



1972 

1971 

1970 

1969 

196ft 

1967 

1966 

19«i5. 

1964., 

1963* 

1962 .. 

1961 .. 

196©.. 

1 959 -. 

I95« « 

1957 . 

1956.. 

1955 . 
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1954... 

1953... 

1952... 

1951 ... 

1950 - 

1949... 

1948... 

194 

|i)ii> .. 

1945... 

1444., 

1943 - 
1942... 
1941... 
194© .. 
1959™ 
1938... 
1937 „ 
936* . 
1935 - 
1934- 
1933... 
1932' .. 
1931... 



/ivy unit, nt 

.K-kiass Hi' mix 

...AH Suie itle- Blonde Mix 

..Phis Issue 9 

Plus Issue 10 

Phis Games Vol 2 
... Ani ijlfd l^unt ( Ksict:) 
,„.„..„..,Tttra (TctrU) 
.1 lii.n Candwf (Guk) 

( :yvU>ps (Cyi'lffPlcGeii) 

,-..-..„.„., ScotfilM !Hap|KT 
» ,. ... .^ . JlUi (.Slllit -s ls»u*' 3 

., J^atro ^2 C'V*trol<ji({y) 

........... .'t'.mxy Scu* (Game) 

.....DoortytMario Hnn 1 

............. ,.Wn r/iuic ( tiaitio ) 

....frtarvt- L slidf-Hliow 

,„ r -„ mm „ r &btilt \! in It lies 

-I ii>|n irliuy (N«w 2 Meg 

.Schwartz Aniiu) 

Bool X4.49fNEW1!) 

........ , r racial Mu>k- 

TcroUfHtor 3 Demo 

...Anarchy Party IvIukL- 

...<irtsly i;nii'«»fiic' 1,5 

...... Mayhem on Wheek 2 

Mayhem un wheels I 

,„„..„„... .Scorpiu-t Mapper 

Pontoon + Orhit 

My Tin Toy Anim 

i-rsi^i-f l(.;jiiifh 

..,,...,.... MjinIi Copy 

Zero <> htu-tk- !>i-im> 

Turtle* < ,,Liiie {Good) 

.Anarchy In I in s 

AlKter Ilrin^hk' 1ln-.it 

[Ji^iliH Chainck-iK! I 

.... u .>... L ...,..,.,,.Jltixy Tiuies 
............Anarchy Uardcore 

.A+ B S*. itrnt-e: Musir 

Evapor & Renilk 

G. Have Mu.sk 

21X1 AT> Slides 

.».«...... In The Can Demo 



ORDERIN G DISKS 

Wt- take all rmiHii- tTi'ilil 

vanls I iiu luiliiti; Switch). 

M;ikt ihci[ui.-s payable and 

postal orders payable to: 17 

Uil Software Send v < un- 
order to tin? Address at the 

tap of the pagc 

tll'BINING TIMES - Moo to Thur* 

- - 9-00 AM ui tt.(H)PM 

I rl H Sat 9, 00 AM 5. 30pm 

ITiL 0924 Jft6yH2 
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CU Amiga is packed with everything you'll ever need 

to know about your Amiga. 

Bursting with help and ideas, CU Amiga gives 
crucial advice on peripherals,the best buyers guides and 

the ultimate in hardware coverage. 

CU Amiga, the definitive monthly guide 
to your Amiga complete with 2 high quality disks 

Available from all good newsagents 
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It's usually about here that we write some 
seasonal drivel in order to pave the way for 
the top-quality previews that lie beyond, 
but caught as we are in the middle of Sum- 
mer, we're at somewhat at a loss for words. 
After all, as we used to say on ACE, what is 
there to say about the merry month of... 
July? Nothing, that's what! So, with that 
rather fame excuse out of the way, all that 
remains for us to do is stand around a bit 
and wait for the previews themselves to 
start... turn te turn... oh, we should have 
known. You wait all this time for a preview 
to arrive, and then sin of them come afong 
at once. Bloody typical. 

CURSE OF ENCHANTIA 

Core Design 

We hate to haw to admit it, but the Americans have always known a hell 
of a lot more than us about writing adventure games. Since the days 
of Infocom they've been the top men - nowadays it's the likes of Lucas 
*lm and Sierra, thai show us how it's done, But as ever, us gallant Brits are fight- 
-g back with this month's Lure of the Temptress and, in a few month's time, a 
new made-in-Britain effort that producers Core Design promise will put a few 
noses out of joint across the Atlantic. 

Curse of Enchantia is a graphical adventure in the Monkey Island mould thai 
tells of a young boy, Bradley, who's heen pulled out of the real world and into 
a bizarre fantasy land by a wicked witch obsessed with hanging onto her youth. 
As Bradley, the player's task is to escape from the magical world and sort the 

witch out into the 
bargain - not easy 
when you start 1 he 
game bound r 

gagged and mana- 
cled to a dungeon 
. ml -J&Ji? wall I Like most 

' Lr >»*^ modern-day adven- 

ture fare. Curse of 
Enchantia uses an 
intelligent point 
and-click command 
system, which min- 
imises fuss - and 
Core is promising a 
few interesting new 
innovations on that 
score. 

There's little 

extra information 

available on the 

gameplay as yet, 

but it's certainly 

one of the most 

stunning looking 

games we've seen 

in a while. Core's 

proven it can do 

.'/weight product with the excellent Heimdail, and who knows, this little 

Mauty may even supersede it! We shaN find Out in September, when the game's 

■teased. 





SLEEPWALKER 

Ocean 



The latest of Ocean's attempts to disassociate itself from its "licence fac- 
tory" image by producing some genuinely original product. Sleepwalker 
is an arcade adventure with a difference. In it, the player takes on the 
role of a faithful pet dog who has been unfortunately lumbered with a master 
prone to bouts of somnarnbuJism - that's sleepwalking to the uninitiated. As dan- 
gerous a nocturnal habit as it is, the poor mutt has to spend his nights protect- 
ing his young master, who ambles along in a dreamlike state through a series 
of increasingly perilous landscapes. Caves, factories and building sites are among 
the danger-fraught levels, and iince the player has no direct control over his 
pyjama-clad master (we all know how dodgy it is to disturb a sleepwalker), all he 
can do is try to pave the way for his aimless master, making sure he's not wan- 
dering into danger by manipulating the landscape appropriately. It's certainly a 
very nice idea - it sounds a bit tike Lemmings, but then doesn't everything these 
days? - and from what we've seen so far, seems to have been very well imple- 
mented with some gorgeous, and quite funny, animation on the canine hero. 
Due out towards the end of the Summer, you'll be seeing more of Sleepwalker 
in these pages real soon. 
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INDIANA JONES AND THE FATE 
OF ATLANTIS 

US Gold/Lucasfilm 

It seems as though the work level at the lucasfilrn ranch in San Rafael has 
reached an all-time peak Only a few days after our mind-blowing reviewing 
experiences with Monkey Island 2 (see Reviews), we received an envelope from 
the states containing a bulging bundle qf shots from the Amiga version of its tat 
est big name in development. Indiana Jones and the Fate of Atlantis follows on 
from the conclusion of Last Crusade - although this time round, of course, there's 
no movie, so Lucasfilm's writers have had the pleasure of creating a newadvpn 
ture for Indy from scratch. What they've come up with, as you may remember 
from the old The One's Work in Progress several months back and our recent 
review of the action game, is the intrepid archaeologist search for the lablpd 
sunken city of Atlantis, Phoney clairvoyant Sophia Hapgood provides the love 
interest, and the ever-scheming Naiis-the opposition. Expect a globe-trotting 
adventure equally as sprawling as the epic Monkey Island 2, combined with a 
smattering of arcade-style sub-games a la Last Crusade. Unexpected to arrive in 
t the Autumn, and no doubt you'll need a shopping trolley to take the disks 
thome in. Review soon. 



US Gold 



E: 
s 



Iverybody's gone surfing... surfing US Gold. Yes way! little did Epyx 
iGames (ftlP) know that, when they started the "Games" series of 
(sports simulations in 1985, their creations would still be going strong 
today, at the ha nds of th i rd -party developers . I n th i s case it' s Creative Mate - 
ria Is who a re c u rrently putting t he f i n i sh i ng tou c hes to the seq uel to one of 
the most popular tirJes in the long-running series. Two of the original game's 
events have been reprised for this follow-up - there are enhanced version* 
of surfing and skateboarding, with new additions in the form of Wfnd-surf- 
ing, jet-skiing and the latest craze, body-boarding. The less popular events 
- footbagging and roller-skating among them, have wisely been given the 
elbow. As usual, contestants can choose to play any of the events for fun 
to their heart's content, or compete in a proper tournament with up to 
seven of their mates. Things now seem to have come full-circle, with the 
launch of California Games II coinciding with the release of the games that 
started it all. Summer Games I and II, on USG's Megasports - see News. 
There's a review next month, for certain. 
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TRODDLERS 

Storm 

The first impression that anyone is likely to have of Troddlers is that it's 
just like Lemmings. And it has to be said, it wouldn't exactty be an unfair 
impression to have, The little guys in the artwork look exactly like Lem- 
Tiings, and the aim of most of the game is to help a certain number of cute 
■ characters escape from increasingly dangerous chambers. But actually, 
as Storm is at pains to point out (and is rather evident after a couple of screens) 
Troddlers is significantly different to the Big L. on a number of counts. 

Each screen opens with the Master Troddler, which is the one the player 
actually controls, standing in a central position. After a second or so, a num 
ber of little Troddlers stream out of the door(s) and begin to walk clockwise 
around the screen, clinging to walls and ceilings as they find them. 

Rather than empowering the little fellows with particular abilities (a la Lem- 
mings), the player must instead deflect the Troddlers from their inexorable 
clockwise walking pattern using et limited numher of building blocks, posi- 
tjonable in any of eight different adjacent locations to the Master Troddler, 
steering them away from trap* and through a doorway to safety. Life pro- 
gressively becomes more difficult as mechanical traps and living foes attack 
the Troddlers, 






3D POOL 

Virgin Games 

lardly surprising, is it, that a game as spectacularly successful as Jimmy 
White's Whirlwind Snooker (STILL in the charts) should spawn a sequel - 

I even if it is only a pseudo one. Programmed by Snooker creator Archer 
Maclean using many of the same routines and techniques, 3D Pool is exactly what 
it looks like - Jimmy White's on a Poo! table. Those expecting a radical departure 
from Jimmy's are going to be disappointed - control-wise it plays almost identi- 
cally to its "dad", utilising exactly the same methods and devices. Of course the 
gameplay has changed dramatically - you're now playing on a much smaller table 
with less balls and a far simpler set of rules. Those who found Snooker a bit too 
fiddly for their liking will no doubt enjoy Pool's more basic and immediate action. 
Players get to choose from several variations on the game (you can play it all dif- 
fereflt ways, you know), and the trick shot editor is back, allowing you to create 
more stunning set-pieces to impress your pals with. You'll get your chance to 
pocket 3D Pool (the title has still to be confirmed) this September. 
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BEST EVER 

MUSIC PACKAGE 

FOR CU AMIGA 



July's CU Amiga comes complete with 
OctaMed Professional V3. 

No other package comes close to its 

incredible range of musical options - 

just look at some of the things 

it can do! 

Supports PowerPacked samples and 

song files Features musical notation 

system Improved file requesters 

with Workbench 2 look Powerf u 

editing facilities Multi-octave 

samples and synth sounds 

Comprehensive MIDI options 

Built in sound sampler 

Now you have the chance to try it 

yourself - it's the only music package 

you'll ever need!! 

Make sure you get your copy of ' 
CU Ami July edition. 
Only £3.95. 

Available from 26th June at all good newsagents 
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Hold it right there, son. You don't think you're coming in here dressed like that do you? This is the 
Index Club, this is. We don't let any old rif-raf in here, you know. This is a high-class establishment 
for only the most reputable customer. We can't have any old tramp coming in to shelter from the 
rain. So unless you're planning to use the Index in order to assist your next software purchasing 
decison, bugger off. Yes, I know that it all looks very exciting in there, with all those percentages 
and pithy little comments, but believe me, your sort don't like it. If you think you want to buy a 
game, then this is the place for you. Otherwise forget it. Save your energy and go home. 

Alright, you can go in for just a minute. But no longer. And if I have to come in after you, 
bumping into the nice sound and graphics marks in order to get you out, there'll be hell to pay, 
understand? Good. Now in you go, before someone sees you. 






THE COMPETITION 

The Competition now takes pride of place in the front of the Index, as opposed to up the back, 
because it's obviously better that way, and since response to the first two has been so enormous, 
we thought it would be unfair to make you wait an extra seven pages for what we could give you 
NOW. So here we are. The usual rules apply, so don't break them. Instead, send your entries to the 
address below and wait with baited breath to see if you are one of the lucky software winners to 
be drawn out of the hat on the 21st July. All the answers are in the Index, so use it! 

Send your entries to: Games Index Compo 3, The One, Priory Court, 30-32 Farringdon Lane, 
London, EC1R 3AU. 



1) Name the Virgin game scoring 82,89,79,80,81. 

2) Which games were tipped in June 92? 

3) Which game gets a N/A for payability?! 



Splendid. Now, on with the cavalcade! 
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hiliiir m mrnii'i till mil iiitiri n innii turn in Clin II mm n in 
mm ii in fiicihi urn mum hi mimm nnnu n irimi iiimis 

iiiir ilir liri mi aiir. 

Sip hit up irmi in um nil I inini! illii iisre it iclM i WW ni mill 
mi ii un h itn ii if mi n uri iiiiii) mi iier riiicr if in ipimiik cim tun ii 
tt iKKJirili III llll IH III mini MIW 

Minir ii in i-i(|i EiirEii ii i nil. rictntir iiNiiin rrn hi ieii ieih 
lienllii siniri til iiiiii' iirli Sinn mint) in inm irtitm utiiinit 

miiiii in tin ii mew ii HiMif aimi na ciinfliriiinu m 

Hint Hit mt immune Mi imisiiirimtii! lei iiiiirtMiriii.il 
nil. m net ii/t Himiu nunt mi up iiiiii int 1 mm m in m mil lie 
run II hi iriiliii mi Ii llrn iminE ii-i Mini 1 411 

lllMlir fNl'n III lllllli II HI II II Ii II MUM UlEII If Mill i»l IIUMIH 
inm 111 in; ii rti annul mum 11 lie mint in cimn n Mill n npjiu 

HI EIK ill irClN 1MICIHI. 

nr in run mt m nmn in mi m mir in 11 * hhi mm mi ii m 
i:mm 111 1 iictiii unit n 111 un 11 11 hi ii ihi hi inn in 11. m win 
ieii 11 m It iiilnili nr mi innMiii im ilia writ miEr mi 

FkmIImh nuiitr iirmi il in mil Mil 1 11111 in ini »n iir m itin nice 
nun nnieiiH 11 111 leitn nun inm. iikii mines iiwr w mi 1 ill 11 11 
iirinei iiar ilin hi M m ml nr Hiiinn n ml iHI 

li 1 111 pu«er un 111 ininj ml 11 1 111 ikivfr ihi lit im leiier Ml ill 11 n | 

iiir iiipi'i miMt 11 1 ruitiiii iiiiii \\w Hi imiiiMiiei lie m it n iiv 
icrmtirnleNHMiilllliiki Will !i Un iHirmr liller mill imn. 

1 1 rpri nn t in mum nie 171 Um uin n ncin n mm it mt El 11 1 
turn Minim ma mi mi iimitim mm mm hmi in mm tmi mini 
ni m wit inm 11 nun lit iinirim. im ih am mil 11 11 mini 

nn unit' iiiwhf he mint wmtun us 1 hm i« mi ii ih hie in 1 ini | 
mi mi 11 inm in 11 mirae nu Eimmr nut 1 111 nm 31 umtrtin m 
mill! simeiiM tin. 

ms'irs 11 in mm Hum um i«in iniin 11 rliim irimr mitt! Hi n 1 
uimi iir uiai<in mi tin mi 11 suit hi un 1111 1 mm mi icirm iiiml 
mm mn hii nu m in imiic: 11111 in ini 

iinii tn ut mm 111 nrii Finn 1111 mi 11 mm ihi 11 mk ii nu 
iitiiiiiei: ri't 1 si 111 in sua 11 ruiEMii aimiirt mi 11m snci mil M II 

IINII II fllln IN HII III HO IBI1H NlllllElllll. Ml llll lllllli 

veri'Muintiii m vikw nil n iiiiriHi n inmer ml n mn 11 lie ill 
pirullM riEllii IF lirlln nil IMI m mtlllp HUtrM. EnfllEM nil lilllll 
iimiiri tin m niiiH 

leri iki 1 mi n he hii mn liner m leinr 1111 leiin hi ifjhi itiriM tin 
rliim nt'Et 11 101 mm 11 ill m ni 11 wh mum m nun 1111 
I'liiimi) 111 m mi in r iini ni hi itNi mr cue hi. 

1 ieii 1111 iNHttm imir 11 miniiu 11 iiniieii 11 mcjeinr miei Firm. 



1 inn tmmm 111 urnniK iueki 1: mil 11 1 inn m. 111 in mr nn in 
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mt 1 11 lie sun 11 11 im mm m nn 1 mm nmii 1 mini 

rm 111 1 nit iki Niiir mt fiiii Fin mi in line 111 1111 iilln ihi he 'inir | 
mi 11 tiii'ir 1 mile: 11 1 mn 11 erne 11 1 tin 11 11 m in mn 11 ni hi nir 
iriiiEi le hi He 11 mt 11 iiiiinu miner ih unei 11 im 

u itpmim hum mi in ni irmmi nit 11 11: rim ikh m\ ink 111 in 
inm in iiltlt M ut mum n mini tin tmr turr limit in In: 
iriiiinnii. imn inNi mi. 

1 iNrmiii riciiiniii iruiE iimiire : ill ei n Siieri irmici ikni 
iw im m mi mn mn iiiiiit m 1'iim 11 1 irtin nun tniin 11 

iiuimiiimiiiEiieri iihiiii'mi mn 

Iripini Mb nun il IN tiriiitl IN liriliti Miiruni miriinr nn Mn lips 
m mir Eiiiims in unit in 111 ii ih uu il iiiije iicinn sinrnnm 
Mliieniireiirniirriiie'tmnt. 
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cirt niusei :iis tiriNii iii-m niisir im itiirt me mini if in Jim t hi «i ii 
it Mini, il llin li lie (Nil nciim. lie mini inrtuiii Hint « it iiei II ill 

iinre.MiEiiniiiiiniir. 

it m linn in i mu ii nti hi Hin in muh. m * i it mi mt he nan m hi 
in miiii ii i mi race ii in msiiii leim. hi niiim m ii is inn Hti cm n 
HHEnint net. I nte mitt Em me n firu esiii. 

I rot himh i mr in 1 ) (inn hi mini m i w mis sum iMN hbl 
iessib mr Mini iiniriHi irta in i mens n inciiiH nrriMi ii mi urm rui 
Hip i riiiici. jiiiiimh uri'inn ieiii irit eimniri 

I tin ii crass iiiihi Hied hi iii iirii iihii eikei mi i mil hem m i 
nmn linen, hi uieiu mi uesi I in uitiMr it ieii it il anil, mr law n 

EHrfiiimiimeHiiu.iniil'siHiiii. 

Ill lesi in run mill we Hi iiir Ii hi Hi IL 



is mi luEfH i mr mm n cmn nr i'Muiu i mm hem im i nn men 

IlKISE. EIIIClllll SlICI Kl llf E ilHIN II lit UlHlll! H HUH If fill tlEIIIIS ffll 

iii ii iii mu. snir HEiimi s runsiit lerm iieii. 

F1IIHI IIIEft UK llf II 1H IH1IE III IllCrt MR SHI Ultf IIHn 111! 

iiikh in iii iimiiii me win u iihii. «in in wmmi nti i mi m 
mill ii miei HiNt hi Hrniiii stier it i ice inn cwr iiv m 

ih he il ill iirini iiiei ii i mi miiii fin ii (iieii ii iki. nit 

Hi ii nil IE lertii: i lime ih till lir it ml in nn Wire lear tin lunt. icciraie 

ii im. in timiHii mi iiir: nner 

ii ii iitu: till sierri uses, in » iirtmiir ihh im ue Mint ie». lit mill 
iniiijii u mm im ih. MHt tiuiii hi ii m Hiin hi ihh ii. iiiie ihi im I 

HilEHIIllElNMN 

f mm'; niitr tKHHin (HiEfim ma in tiHiir uirniiE in leu nn nn 
lint ii mi in siiinH i ii me mini iiiihi Hi mini, in n mi irtm cine, 
in iinii Mm nr h nnr hhiii ii im nn. in irttim huh 

II |H IHIIII IHI Mill I llllll lit 1 IHH HI'I IE NHII IflllE Ellltl IHKINS 

iiieiiiriii hi miiEiiii im in mi unit Hin in imiiu nr mill uni 
irtKMer nun 



i trij! hum i nm ii il in i remrci miiiEim hie ie uriiinit Mt 

nmrei in mrr nn ii im met hiiiii in iinine Hit in ieiiiii n. ieiii tie 
hii in nil lie MIil in in I m IM lEiennr writn mr hiiIei. 

Em il hi mi ei he nm itn im iii imr iim ii he ihh. urn Im rti nm. 

uiiip iinin unci iisMi ii mi uir tint imr im m ilium il iriitt men 
ii icinm Mi m mm h n mi ue im. m «» tares? in in 

miEirtt m n icmi in iiuilii. mu i tun untiim irmiini m imi nnt mi 
i in mi eiei IMI Until Mill me m HI ill IE' Sni iiiiritllii ilimtir sun u 
iiiEiiin iiiiiiiii nr nmriiiH in. 

iiiimiH n tun mini ii in ihh ihh. mix tie inn ii mr imrtiiiir im ii u 
unit m nt lam mriiri eheukh, im imi im mm in ranr in tm 

inirnrii tun nhi intiimm hi nre nm mi sun 

tiller in inNlii III IN iiiin cull n lirmii Hr iiiillu Hit Slin in in cm Hi 
IN nil riililli iirHiirs il nil iflilii mis tin saair £»riai elm MHs llisi 
lairs, ii li i mil. TH Nil Hi mi ncir usee HI HH ins unii 

tills 2 mi teller in im JNt li Kin iricii hi i mil hi uni rut him tint 
nnn ii Hr im Minn, iihii irtunniii. list iiHti. ti in i cunt leaner 
in in mil ih in in 

irs me n irMi li Hir isi nm. irmeitiii imiirint iimiiii iihii i u 
niiii in len ir mer nti ciui n in imii ism lis eiciimi mint. 

iimi'cmiriiuriiiieiiHiieniiiiuiiin 

lilliluii ill Nil inriEili irmi ill I'limi ih il !H lisi nut ii in ii la tier 
imr mimic iimiiiii n iHiierini i im nn U Nuiii in iiitnum leitiris 
IM irbci Hilt II mi It In IN. 

EKEIIHI. IIHII llllllH tiwir HH IKI III I Ml lirMt 11 mil IH iiider llll 111 

I. Emit iii illinium miiir it im lint mt nr mi m n mi in n in. hi inter 

srii It EtHdiii siiiiim. 
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ir.nn i inn, lie iiici ;i*iui>m n mi iike Hermit Hit nt nm n cm 
"Ihidh" iwr m ii lit inn. uitierm iciin mm pins m :m lit mil 
Hraim mi rum iint. Emiiui m i en r n id nu 

Filliiin ii Hi nriritt ticnn il Hum mil mner tut \t irtm Hitilirt 

(111 I III llil lilt IIIICI 'I I Illll UK UN. ItlHlllll llKI lilt lirllulir lllMll 

ii in inn n n mil inn mi M[ mi Hie mi iuk. 

n> il ike ii lit i in Herri mi iinm ntm in itiir mi nm mi 

li entci lin it mi » miiiire urn ii ilium Niutr Hiiert. mi in 

ntlir pm mi in insiiiniN s UN Htir mi mr 

lit n iki mi hue mi in inn ii lit mil m n inn m mi mr 

in mi ii nil meiiirt en ikeiiE inn rmtr un. in n ieiihim m ttrtprii 
*ip iIrnpi il in ii ini. 

liHNr miuiiEi cimiEii mill m im lumrm in nn in iirtnn imiin 
iitt in urn il ill III nmiPi »iki ill line lerriin mum mini utf ne 
lint turn in in ml norm m mniien: 

[nellf.ii Miiiiri in siier ctiiirm tim Hinder iln rmer mmim tun 
i emu iwiini. un niNri mi m tun jiue i inn ii Eiieiieii mini ihni. 
lilt il iimilirie ifletit. 

II nr mil le Hi tin ill iiiimi mrrilN. Ill il M«r iueii lie: imnitii 
tiiriimi mi i Niret ii iiiir hi irwiri im im iineipi iiiii hie in mil 
iiee iriiwt in rtirniiMii inm eihiiii trim n aim. 

lie il lie NEiif iij'/n inn inm iiii: in imui im im in m n ne mi\ 
in ii i uir in ii inn mi ihi in run pirn h rirmi emu im mi 
ciiliiillu lr:ei linli iiiili NN Nl Is riiNi rilNr tmilu 

le 111 ie i iiiii leiii n rii n iiii iiii ii hei mm. iii n iii inn u i nn ie I 

i lira, i/ipei'j "iNH" imiiiret n unit ilfin urn lit ie nil m him nn 

Eimeir ii;i icicit.ti; me n Iki 

ENEI'l II HUE IIII III mill El IIII! Ii 11 tltllim lilt. Ill lllplllllllj III IM 

mier ini liim Hint m nrt En rm im im neiii nii iiiieiee iiii ne 

it i inci i utitii 1 i 1: rciiii iiieii. iiiii ne ie in leit if un imes inm, Mill. 

ieiehiii n PNr Nil Mile naeit li inter i iiNr me mi mci nm ill 

mine ma ml mini i- 1 m mnci menu li n< im imi ihi h mci 

MisMiiiiiiiriiill.lliiieirillciiipieieii. 

III II Nil lit Mil llllltltll IIII 111 III N IIII Ml II. Dill? KM. Nl HI 

hie. lEinr if titirii m ii! ii (Mm n nimip mini m hiiee ii lit iliti. il 
■mi i nil m ii lie Hire n mm n im imitr nrim il i lei -mr hi hie 

i irm «n ii ike in tjnui in irfii m in i m inmii nn nn hi ihiee ini 
iiii m iiii ini n mi leirir im m. n xmnp wn tin ntt rm eipmii 
INpe i l nir HI II aimeiNE IN III 111 Nllll II Nl HI lirlllfl HNErt 

jenie ime im in in n imi n ieii i irmi in mmim i kni tin 

nut JtEiit i urn mil n in iiniH imiri iimi ntrt iimi he m ini Mr 
mi. eic rnimi im ii in ieii hue ntr inn n ihihitiuii. 

rutin, m. ieii mil mill, inrmi r»m m inmii iiei leiermM nil 

tiliiliiilcs ire iiiii lie un "im" itiiirtt lilt reiiriiei n m m irciit niutr 
in n im im nr NiHir iiiii. 

n mr mill mini i mi h Ntiin ENirmmi itM i iiNrinn n crmei uj 
riNlR IIMI Uf Bid inmm. Ieih ftm ■ inn nitiiEl fldll IE iieilet El ion 
in im ini nun mm ime-t miiii n un nun in mm ; mrr. 

i»i ii i tun nn in unit mi im m inr in ii mien anm nr iliiun 
i incri me nit nit fi cm mrirn ti irmr smiMitiptr m nn Hint lit 
Mr? ii m mil dm Mi iiiii it iiii nejie? mil in i m. 
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un i mr iii mi nummm Mint men utmiii ntmi mi mt'i im iiei 
mttiere it m in ill sus nn mi tin mite H If lien" nun im mci wri 
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Dili iiti 3 irtii. nm me i miiiire. win until n iiim mir men mm m 
mi mi rare are im a unit H sir mi ii ana m icm u nm h i m iih 

nm fin mini rm 

imam miir mi I in in !! m. Hin n e m ini m mi n mtilit line 

inniieMMriHJiitci miaue iiiaiHsiiiiiitiiitniiime iuiiihiiim 

Hill III 111 1 llll IHUIIllEll 

Hilt iiirtin ii m iiiiij im Mir in n lip una hi. h Del) limn ititi mir inn 
lie FiiMir mm in ii me ii i ll mat in ini ii in mi ii lit we 

mumiiniMHi.iiii.iiiiiieiiiiiiiMiH. 
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hi iiriu nit will lift li in mr 

ssi i (iieitnii n in iHuirm lirin mi n mm m mi ii mti i nm it 
uie ii i in un wean n lie nun mi mi n imr inert hi hi leii mi m 
li -i i leiri it rum li irnieiH iari an irit lir un art ilneri 

lit nit it ikiL me imiN lint aim le me. lit nm uin ii lie ekeiicii 
rimuiit mini ii i ini iicciii ii mi Jilt: mm me pmin rut initial!! li | 

inn iNitiiriu sunt mi initial tiuaii hi sm reiunii 

tii men. rn ini tit un at a ill tiiiimr hi mi un i Ettim uiNne. mi 
mi' m. in ini i hi il mm im lie eieu iiirrniw un ii? ria imi. inn 
flirt j all mi imi chine it siitti lir a mri 
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mir i lit ii i in Din H ibc iimir inn. icen in mi riiti kick ■■ ne m 

Pi|{!«rl«l irtill IdlM fill He irilNII ill til M iiinnnn lllll IK IIH 

triiiiiu iiiuiit ii mi iv* i in inn ii in nm unit 

iuiiiiiu mnm mi Nifiii iinnire ii lie mi ii tin irimi. Pitri n nit- 
imiiih m mini im line "mini" ire mi mir unmet: uti mini mm 
lie imr :iit m imiieil ii tie mini 

mir in mini: im I M Fimu lit it His rinir mir mi Ii miiiiii it i -mi I 
Uli it sieil in (itiiiui "iNter irmri ninii riilia m Hem il term 
iitrim mt in ui lie iih! imiiii in in. s ri Men 

im me ei n ill* mil in m cmiim ticnn . mei in lni unit inn n m 
lee me. IK retail Ii i crup nit h itmilii iliil til iiruil leitin mini nmi 
ill imiier ieiiii Hit tin cinriii in uiiemt iiieriiiiMii. 

tm ip mi i miM m mi nr mint nun aunt m mi nrliaii ttrmm 
icim. mi it uiiiiiii i ruber m mie n me mini mill circs mir lit mn 
inniciiiiiiiiitiiitHifM.rniiiiMi 

mi ii lit in ii in crest in on nil in Pint mi i iihmii imi< iiu unit 
mi! mi. liiiiii iuh ii ne mn n icuit iriiin mm ii Minim m i mm 
mmik. (in u an n in imi h at t. n i\ len lein. 

ii Kir iiiiii iriimt. nun umiw im ictm n nin in i tan inn im 
mil i ici inn dm Hire iiniiiii in nt im lew ur ur in ml ph. tm hi i 
HtmiiM ii iih im it iiik ei tittif nm. shiini renin mr 

i iicmiriii siicc irme Minim, d 1 tin me Hciiiierei «n ii inn uri n 

mi iirner ncit iiiitkiiin Kelt hum m:' mil im) men nm ■cmim 
irmm hi nnnttiH temii m minim, ii'i in hw i«m «"» » «■ >m 

hili •! i wri tirmi mri '■ cmirl mi ciniitr It's H iimui Ii K mites ill 
smh-i nimit m i I ilmn. lire inner, it mi n til mini n hi lie 

itriien n ne me net iniiii m mn hiiii. rneti it iiimi 

meiiui n iNH ten huh imriiim met m mi n nee iimn m mini 
lilt mn inner in iiHiir It let im i m n ner iricms men ncntii-ti n 

urn mm h ne me. 

1 nil n ii mil IK mm. h mt n m Nmir n* mi mm i ie nt 

cure mi ik nireiHii n ww ntier mi in m im n in nm mi «*? m 
imi titen n mi in iicrti n imiimie n n. inker m mn n lit ie? 

n wi in ink i rer Kt lilt mn iwntr it nine uieinn mctii, m "Kin 
mn me in met mi i nt lire niereinii. tun, niniri im irmiit ne'i 
iiiuniiiiiiiiiHeiiiirinii. 




NEXT MONTH 

Such a small amount of space for the Next Month bit? How can this be so, a nation justly 
enquires. Simple. We've crammed this issue so full of goodies that there's no room left. And 

as for the next one, well, heaven alone knows how we're even going to mention the 

following ish. You see, we've got such a top line-up of exclusive* and scoops set up for next 

month that every available square inch of page space is going to be taken up. While this is 

obviously bad news for the little man employed to write the Next Month page, is darned 

good news for you. So. If you think you can stand the excitement, and don't mind not 

knowing much about what's happening in the future, get yourself down to your newsagent 

on July 21 st to pick up your new issue of The One. 

THE ONE - August Issue. 
It may not have a very good Next Month page, but the rest of it's great! 
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